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IVEN THE AMOUNT OF EFFORT IT 
TAKES TO SCORE, IT SEEMS ONLY FITTING 
THAT IT’S CALLED A GOAL. 











FACEOFF 
98 


PROPERTY OF PLAYSTATION 
ATHLETIC DEPT. 









OF THE JOURNEY 





SIaUMO aANdadsas нац j 


TOARRIVE... 





вэгиәйо!@ əy} aie зашеш ape) pue sxreuuaper 
Kuos jo зрешарел are ойо uoneisKe|d әца pue иоцезе 2105402 oure3 uonexs/ejd 24) SST ло} eXuaulty alee 1831407 (uos Aq pasuaor] "ощ ‘OIA 1661 © 








a 
= 
= 
s 
25 
га) 
© 
= 
2 
Е 
= 
о 
c 
= 
5 
2 
5 
E 


Encounter blue lucense that causes flotation, 


exploding platforms, swinging rings. bursting 


lava pits and homing proximity mines. 








ACTIVISION. 


Www.activision.com 
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SURVIVE. 
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When you're busy leaping 


treacherous chasms and 





swinging across deadly pits, 





you don’t have time to 





contemplate life’s mysteries... 


After all, being a legendary 





jungle adventurer suddenly 
thrust into a mystical universe 

takes a toll on the psyche. 
Besides, you’ve already learned 


more than the meaning of life... 





You've learned what it means to 


be one step from death. 





Next Generation Adventure 
Swing past acid-filled pits. hurdle dissolving 
platforms, navigate around dangerous energy 

fields, and defeat morphing beasts. 


True 360° Exploration 
Scramble through city ruins, trek through 
an active volcano, and escape a prison colony 
before the final battle in the Scourge's Lair. 


Call 1-800-850-1682 for information 
on how to get a free Pitfall 3D demo disc. 
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Winner! Best PlayStation Game at £3," 


-GAMEPEN 


“Unique gameplay and killer graphics that will rocket it straight into the PlayStation" hall of fame.” 
-GAMEPRO 
“positively oozes high production values... This one's going to be big!” 
-GAMEFAN 
“а rarity in today's sequel-studded market: a completely fresh idea." 
PSX. 


“опе of the coolest games I've ever seen..." 
-GAME INFORMER 


“опе truly entertaining title." 
-OFFICIAL U.S. PLAYSTATION MAGAZINE 


"ту pick for game of the year." 
-PSX NATION 








ODDWORLD: 
ABES ODDYSEE 


Strategy Guide 


ALIVE B oue 


Aware Lifeforms In INHABITANT 
Virtual Entertainment wwwoddworid.com 


$ 
GT Interactive 
Software 
view glnteractive.com 





Oddworld Inhabitants A 
distributed by GT Intera 
Entertainment, Inc. All o 


















Laugh while you frag, from 
Hollywood to outerspace! 





BBE BO $ 


Bag some aliens with over a 
dozen hi-tech weapons! 




















An all-out overload of 
non-stop carnage! = 
DUKE NUKEM: TOTAL MELTDOWN) ; 
Duke! s їп town. And there's nothing he hates maresthan rl Ж 


ай army of alien punks crowding his расед levels 
of freak-smashing 30 mayhem should see Ad it 
Gigantic "uns! Gruesome enemies! Total СВОИ 


И And-all-oùt devastation RU mess with The Man! 
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A Mes 
Bit weapons апа bigger hosses 
itor a fun-filled fragfest! 


Earthquakes, exploding buildings 
and working subways! 


Fourplayer, Split-screen 
Dukematch action. — 


DUKE NUKEM 64 

From EA. to the maon — 32 towering levels of 
" 100% interactive carnage! On film sets, іп bars, оп 
"wu moving subways...no butt-ugly alien is safe from the 
j Wrath af Duke! Grenade Launchers. Shrink Rays. 
КОО Hardcore 30 action. And graphics to kill for! 

DURES coming to take aut the цагбаце! 
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CALL1:900-PRE-VIEW, FOR 


THE/LATEST ; GAMING /INFO! 
(900)7773-8433 New Rate! 


Listen to 
Quartermann Gossip 
Before It's іп EGM! 


Call and Record Your 
Own Reviews & 
Tricks! 


Get the Latest ЕСІМ? 
Tricks, Codes & 
Strategy! 


Listen to Real Live 
Review Crew Game 
Ratings! 
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CAVING 


— MONTHLY 


ЕСМ” 





PURUZ ESS 


Winning is really fun! To play, just 
enter our contest area and answer 
a series of cool and easy video 
game trivia questions! 


MERES THE STUFF 


game.com 
Qu 


Brain Warp® 


TOYS PROVIDED BY TIGER ELECTRONICS. 
SOME WINNERS WILL GET AN EGM HAT! 


TI GER: 


Product Names Are Trademarks or 
Registered Trademarks of Tiger Electronics, Inc. 
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Ме polled some 
of the industry’ 
biggest names to 
get their thoughts 
on the PlayStation’s 
coming year. 

































Master strategist 
Dave Malec offers 
some much-needed 
guidance to help 

§ you through this 
complex title. 








We held off on our 
strategy guide until 
next month, which 
gave us plenty of 

time to review this 

B chilling game. 


We put the finishing 
touches in to help 
you through the 
final areas of this 
huge RPG from 

_ Working Designs. 


onth's sec- 
tion offers readers 
the opportunity to 
speak their minds— 
and maybe win a 











PS news.. 





previews. 
demo disc 









U.S. previews 








Big 


a monthly wrap-up of all the information for your favorite system 






A Touch of Super RPG Madness 


Darkness Working Designs brings Lunar the 
Silver Star to the PlayStation 
Heart of Darkness is 





Recently, Japanese developers of Lunar that U.S. audiences have seen 








picked up by Interplay Game Arts have announced appeared on the Sega CD system (part, 
The long-delayed title from Infogrames/Amazing that they are working on one and two) a few years back. The 
Studio will finally see the light of day on the a PlayStation rev of their PS version is graphically enhanced 
PlayStation. Interplay announced that they have most popular : “ and contains 
entered into a joint venture with Infogrames to title, which has и 74 Ы, new stories апа 
publish the title in North America with the lat- been picked up cinemas. The title 
ter retaining the European release rights. by Working is scheduled for 
Heart of Darkness is an action/adventure Designs for release sometime 
platform game and is scheduled to ship domestic release. in the summer with 
sometime this spring. "The best way to Lunar the Silver August being the 
describe Heart of Darkness is that it's Star is a great target month. In 
more like an interactive animated film than RPG known for its other WD news, 
anything else," says Brian Fargo, CEO of emotional story and they have revealed 
Interplay. “The game has a Toy Story humor (thanks to that they will be 
esque look to it mixed with fast-paced Working Designs’ U.S. translations) releasing an action-platform game later 
and challenging puzzles that gamers and currently has two chapters with a in the year as well as another RPG 
desire." Look for more information next few off-shoot titles. The only versions around Christmas. 

month in OPM. 


Ая. 
ma The SCEA title becomes the best-selling 
PS football game of all time. 


March 1998 





ony Computer GameDay '98 beyond traditional video game 
Entertainment America enthusiasts to now include a wider 
Tidbits Inc. recently announced À x user base," said Peter Dille, 
that NFL GameDay '98 has J \ senior director, product market- 
Sold more than 800,000 units, = ing, Sony Computer 


Entertainment America. 
"Consumers, the media and 
numerous professional foot- 
ball players have praised 
T us for our attention 
to detail, incredi- 
bly realistic 
и graphics and 
flawless game- 
play. We're 
very proud of 
our accomplish- 
ments." 


Delay making it the top-selling 
SCEA has announced that PlayStation football video game of 
Cardinal Syn which was all time. It is predicted with the 
originally slated for a lucrative holiday sales that 
February release, has been the number will top over „> 
pushed back to June. The 1 million. "The suc- 
extra time will allow more cess of NFL GameDay 
thorough play testing and '98 can be attributed 
hopefully ensure a top- to two main factors: 
notch title. Eidos has the game's graphic 
also stated that Ninja superiority and 
will also need more intense real- 
development time and ism. These 
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is now expected to key attribut- GameDay '98 
ship early summer. es have was one of the 
broadened Power Price 
the appeal games which 
of NFL sold for $39.95 
(less at some 


stores). 


























Shoots with One Hand 


Square's hot shooting game 
Einhander is U.S. bound 


he impressive shooter from Square 

has officially been picked up by SCEA 

for U.S. release. This is great news for 
shooter fans as Einhander is easily one of 
the most exciting titles seen in a while. No 
release date has been announced, but a late 
spring/ early summer debut is possible. This 
is Square's first try in the shooting game 
genre and it's one that will turn heads. 


The Figures are Coming, 
the Figures are Coming 


Bandai confirms U.S. plans for FFVII figures 


Scheduled to arrive around or after February, Joining the ranks of other animal characters 
, the long-awaited Final Fantasy VII fig- Ê found in Tekken 2 is Gon. As you can see from 
ures will be available at specialty the picture, Gon is a “cute” dinosaur who 













stores such as Electronics possess 
Boutique. The tremendous 
only catch is that they will power and 


is a new addition 
exclusive to the 
PlayStation ver- 
sion. Hopefully, 
Namco will add 
new human-type 
characters before 
they are done. 


be available only as a set of 
four. Included in the set are 
Cloud, Aeris, Tifa and Barret which 
leaves out Red XIII, Sepiroth and 
Vincent. The set will retail for 
about $20. 































Face/Off 
A rendered Nicholas 
Cage and John Travolta 
directed by John Woo 
and programmed by 
Square. That's money 
in the bank 


Lord of the Dance 
Similar to PaRappa, you control 
the flamboyant Michael Flatley 

with button presses timed to 
catchy Celtic tunes. 

Spice Girls 

The fact that there is someone 


Capcom has 

announced that 
Mega Man Neo 
will be renamed 
Mega Man Nova 























for the U.S. Starship Troopers actually making this game is bad BW 
release. The Command & Conquer- enough. Gary Mollohan is a die-hard "Sporty" Spice 
reason for the type play mixed with fan, so there'll be at least one person in line at 
change was : "dating" simulation. Electronics Boutique. 
to make the ; Jerry Springer Beanie Babies 
title sound i You're a guest on Jerry's show where you The bio-degradable collectibles hit video 
flashier. i have the option of talking about your disfunc- games! Reminiscent of the game Memory, you t 
i tions or sucker punching your mother. have to match the hard-to-find and expensive e => 
Your choice. stuffed animals with no ultimate purpose. Just Fay station, 


like real life! 






Note: These games are completely fabricated with the 
exception of The Spice Girls game. 
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Read this while you still have time to save a life. 





Gamer First Aid 





Act quickly. Get to the 
The victim nearest 
may faint. hospital. 


Stop the Call for 
game. help. 








g PlayStationi 


ПЕ 


= PlayStation 






In most Eidos-related emergencies, your first response 
will be to finish the victim's game, potentially resulting 
in the loss of a lot more than a friendship. So before 
playing games like Tomb Raider 2 or Deathtrap Dungeon, 
study the enclosed first aid instructions. Then mount 
them in an easily accesible location near your 
PlayStation: And rest assured that once you've assisted 
the injured, you can finish what their lame ass couldn't. 










с 


You've been warned. 
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ops. Imagine 
our dismay 


when we 







received our 





advance copies of 





Issue 5 and discov- 





ered that a few key 






elements of our 





Reviews section 
(including a few bits 
of important info) 







had mysteriously 





March 1998 


disappeared at 





some point in the 





production process. 
For the record, 
Micro Machines V3 
got a five-disc 






rating and uses one 
to eight memory 
card blocks; Beast 
Wars and Ray 
Tracers are for one 










player and use one 
block (each); and 
WCW Nitro and 
Power Soccer 2 use 
one block. We sin- 





Official U.S. ЁК ева СӨ 









cerely apologize for 
any confusion. 








ме want 
your input! 





Letters 


You write us and here we respond 


Future Vision 


Dear OPM, 

I've been wanting to purchase a PlayStation 
for quite some time, but now | hear there's 
going to be a new model. | would like to know 
everything on both models so | can decide 
what to buy. 

Joshua Wirth 
Haxtun, CO 





SCEA has not denied that a new incarna- 
tion of the PlayStation lies sometime in the 
future, but they have stated that they feel 
the present model still has a long way to 
go before it runs out of steam. With the 
recent advances in graphics and gameplay, 
we have to agree that the best years of the 
PlayStation are still ahead. Still, rumors 
about a new model have been running ram- 
pant for months; speculated specifications 
range from more memory and a faster CD- 
ROM to DVD capabilities or even a new stor- 
age format altogether. Even the most liberal 
time estimates, however, don’t place the 
release of the new system until the end of 
1999 in Japan and mid-2000 in the States. 
In other words, don’t hold your breath; enjoy 
the present system and the years of great 
games yet to come. 


How to Get a 
Job in Gaming 


Dear OPM, 

Congrats on your great magazine! | was 
wondering how one could land a job anywhere 
in the video gaming industry. If | went to col- 
lege specifically for a job in the video gaming 
industry, what classes would you recommend, 
if you even recommend going to college? 

One other thing I'd like to say is concerning 
certain females in video games. | don't play 
Tomb Raider II just to see Lara run around in 
-20-degree weather wearing only shorts and a 
bomber jacket. | play it because it's fun and 
educational (I had no idea that flares will light 
under water). 

Craig Hester 
Minot, ND 





Your chance to speak your piece 










Thanks for speaking up for the non-sexist 
segment of the video gaming public. As far 
as your education is concerned, it's definite- 
ly a good idea to go to college regardless of 
your chosen profession (that'll change sev- 
eral times over the course of your studies, 
anyway). Although it's certainly possible to 
get one of a variety of positions in the video 
game industry without a formal education, 
it's always best to have a solid foundation 
to build on. A focus on English or graphic 
design will give you a good start in the 
gaming press; computer science will help if 
you want to be a designer or programmer; 
and marketing covers most of what happens 
in between. 

Sometimes landing a job in the industry is 
as simple as checking the classifieds for the 
city in which a given company is located. 
Many of these are found online these days, 
making it possible to search the listings by 
category. Also, companies often advertise 
open positions on their own Web sites. Try 
going down the Web list in our ad index 
(on the Next Month page) to see if anyone's 
hiring. Good luck! 


How NOT to Get 
a Job in Gaming 


Dear OPM, 

| really like your mag, but don't you think 
Joe Rybicki gave PaRappa the Rapper 
an unfair review? A perfect score? Please. 
Not hardly. | rented PaRappa, and 25 min- 
utes later | was almost ready to reinvent the 
game of frisbee. If Joe can't get it together, 
you can always hire me to do reviews. | don't 
give opinions based on what he thinks the 
public wants to hear. 





` "Joker" 


Griffin, GA 


Don't take my letter seriously? Won't give 
me some kind of answer? I'll just write two 
letters per week after | know that you've 
received this. 


Well, we were going to hire you, but after 
that last bit we changed our minds. Sorry. 


How do you like the mag? What about the design? Are we leaving anything out? 
Let us know! 
To get special attention as far as design and content issues go, label your Letters 
» or e-mails with the heading: PlayStation Magazine suggestions c/o the Official 
U.S. PlayStation Magazine at the addresses on the next letters page. 
We can’t wait to hear from you. 





Five-Finger 
Discount 


“This Disc is 
Now Clean..." 





Dear OPM, 

| love your magazine, but you shouldn't 
make it so easy to rip open the plastic bags. 
I've seen tons of vandalized copies of the 
magazine, with torn pages and missing discs. 
It was because the disc had been stolen 
that | had to wait until November to get your 
first issue! | wanted that issue so bad | had 
a nightmare about not getting it. Since then 
| have gotten every issue. I'm very proud 
of myself. 

And how come the Top 20 are always so 
behind the times? In the November issue they 
said they didn't have time to put FFVII on the 
list although it was released Sept. 2! 

What's up? 
Sincerely, 

A Weird Reader 
Code Name: Valkyrie 


We've been brainstorming for a while to 
try to come up with a theft-proof packaging 
for the disc. As you may have noticed, the 
disc is no longer displayed on the front 
of the mag, but this is expected to only 
partially curb the number of disc-nappings. 
Readers, if you have any suggestions that 
might help solve this problem, please feel 
free to send them in. 

The Top 20 is "behind the times" for two 
reasons. First, it takes time for TRSTS to 
compile the sales figures from their surveyed 
retailers; and second, it takes almost a 
month from the time we send an issue to 
the printer to the time it hits the news- 
stands. Rest assured, the data included in 
our Top 20 is more up-to-date than any other 
magazine out there. 








Dear Sir or Madam, 

| would like to know how 1 can clean my 
CDs and the lens on the PlayStation. | don't 
want to try anything that will break it. | will be 
grateful for any information you have. 
Erik Coffin 
Mesa, AZ 


We checked with Sony Technical Support, 
and they emphatically suggested that you 
not attempt to clean the lens Inside your 
system at all! Apparently, the risk of doing 
damage to elther the lens or the mechanism 
Is so great that fiddling with elther might 
vold your warranty. So If you do decide to do 
some spring cleaning, be warned that you 
do so at your own risk. As far as cleaning 
discs is concerned, Sony suggested a prod- 
uct called CD Wipes, which can be found at 
music stores as well as software shops. 
They sald that other conventional CD clean- 
Ing methods may damage the surface of a 
PlayStation disc, so be carefull 


A Burning 
Question 








Dear OPM, 

| recently read Issue 3, and in "It's Alive..." 
by Brent Butterworth, he says that "...if you 
can afford a big projection TV, so much the 
better." How can you play PlayStation on a 
big projection screen when there are warn- 
ings about ruining the CRT or the phosphorus 
staining a permanent image into the screen? 
And what is he using for a 7 1/2-foot screen? 
Peter A. Rushkoski 
Buffalo, NY 


Certain projection televisions use a liquid 
crystal display (LCD) similar to the display 
on a digital watch (except it's In color, of 
course). These are apparently Immune to 
“phosphor burn" and other negative effects 
of gaming. Among other kinds of projection 
TVs, whether the screen Is susceptible to 
this kind of damage depends on the model. 
The best way to determine whether gaming 
will cause problems Is to check the televi- 
slon manual or contact the manufacturer. 

To the best of our knowledge, the only 
way to play on a 7 1/2-foot television Is to 
use a projection box and a pull-down screen 
or some similar setup. 


jm 
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ntil | read 
your maga- 
zine | thought 

sports games were 
the only thing worth 
playing. But thanks 
to your demos, my 
interests expanded, 
and | now proudly 
own Ace Combat as 
well as Final 
Fantasy VII, and my 
kids sit and play 
MK Trilogy. | look 
forward to being a 
devoted subscriber 
unless you go awry 


and start publishing 


less-than-adequate 
work, or until | get a 
heart attack, which- 
ever comes first. 

Al Trevino 
Bolingbrook, IL 


Thanks for the 
kind words, and 
here's hoping that 
both you and OPM 
enjoy long and 
"adequate" lives. 
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id you buy a 
copy of our 
magazine that 
did not contain a 
demo CD? Simply 
send the receipt in 
an envelope marked 
“OPM Replacement 
Disc” to the address 
below with the name 
and address of the 
store plus your 
phone number and 
address and we'll 
send you the disc. 
Make sure you spec- 
ify which month the 
corresponding disc 
belongs to in order 
to ensure you get 
the right one. 

Also, if you have 
a malfunctioning or 
nonworking demo 
disc, call SCEA at 
1-800-345-SONY. 
They will provide 
instructions to 
obtain repair or 
replacement 
services. For more 
information see 
this month's Demo 
Disc section. 


ways to 


reach us 





Letters 


You write us and here we respond 


Economics 101 


Dear OPM, 

Your mag is too expensive. | understand 
because of the disc, but [another magazine] 
lowered their price to $5.99 from $7.99 for a 
disc edition. | was going to subscribe, but not 
for $40! | can understand $30 and would like 
$20 but not [expletive] $40, sorry. 

Hey, | already bought your first four issues, 
so | invested $32 on the mag. 

If you print this (I hope you will) please 
don’t make some smart remark about me 
needing only $8 for the subscription. 

Name Withheld 





You'd be amazed if you knew just how 
expensive it is to put together a magazine. 
The cover price takes into consideration not 
just the discs, but also the cost of paper, ink 
and the plastic polybag to hold the disc in— 
not to mention our salaries (although we'd 
do it out of love if we could find some other 
way to feed our families and pets). There's 
also a substantial sum that has to go to the 
three-martini lunches, chartered jets and 
dancing girls that are an integral part of 
any respectable video game publication. 
(The payoffs we get from companies in 
exchange for hyping bad games cover 
only part of that.) 

Incidentally, it would cost you $71.88 to 
buy a year's worth of that other magazine 
you mentioned one issue at a time. And if 
you think you'd be interested in just six of 
the next 12 issues of OPM, then a subscrip- 
tion really is cheaper, by almost eight bucks. 


Is it the Disc? 


Dear OPM, 

| have to be totally honest with you. | origi- 
nally bought the first issue of OPM strictly for 
the demo CD. Having nothing better to do one 
day, | decided to actually read through the 
magazine. It was pretty good. So | went out 
and bought the second issue. Again mainly 
for the demo CD. Again | read the mag. Again 
| was impressed. Needless to say, | was look- 





PlayStation Magazine 
1920 Highland Ave. 
Lombard, IL 60148 









Your chance to speak your piece 


fax: 


If you need to 
reach us now 
630 916 7227 
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ing forward to the third 
issue. Then it happened. 
walked into the news- 
stand | normally buy my 
magazines from, and 
looked for the third issue. 
They only had one copy 
eft! | quickly grabbed 

up that last copy. | was at 
home reading that issue, when it 
dawned on me that the demo CD was 
missing. | was pleasantly surprised when 
realized that to me, the demo CD had 
ecome secondary to the magazine. 

Keep up the great work, and if you could 
print just a bit of my letter, it would finally 
end the great debate between my cousin 
and myself as to whether all those letters 
in magazines are real or fictional. 

John K. Galler 
Lone Jack, MO 








You should have made a bet with your 
cousin. Seriously, this is one of the nicest 
letters we've received yet. Before we 
launched OPM, there were plenty of skep- 
tics who said that if we prospered, it 
would be solely the result of the demo 
disc pack-in, that the quality of the maga- 
zine had nothing to do with the matter. 
Now, only a few months later, it’s folks 
like you who are proving the skeptics 
wrong. Thanks for reading. 


Rant of the 
Month 


What's going on with Sony and Square? 
| know Final Fantasy Tactics and Saga 
Frontier will soon be out. And yes, we 
did get Tobal No.1, Bushido Blade and 
the masterpiece Final Fantasy VII. But 
lately I've been reading about some 
other games | know | would purchase 
if released here, but of course history 
repeats itself once again and most 
of these games will never see the light of 





e-mail: 









If you need to 
reach us even sooner 
wataru_maruyama@zd.com 
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our magazine 
is now one 

of the best out 
there. | missed out 
on your first three 
issues, however, 
and | was wondering 
if there was a 

place | could order 
back issues. 

Chris Roi 
Woodstock, Ontario 


Back issues can 
be ordered by send- 
ing a check for 
$7.99 per issue 
(made out to the 
Official U.S. 
PlayStation 
Magazine) to Ziff- 
Davis Publishing 
Company; Р.О. Box 
531341; Boulder, CO 
80322-3131. 
Enclose a list 
naming the issue(s) 
you want, and 
please allow four 
to five weeks for 
delivery. Call (303) 
665-8930 if you 
have any further 
questions. 





Letters 


You write us and here we respond 


day in the States. The games I'm referring 

to are Tobal 2, both Front Mission games 
and Xenogears. Xenogears really upsets me 
because what I've read and seen of the 
game makes it seem like another exceptional 
Square title. Why won't it come out here? 
Religious overtones...what are you kidding 
me religious overtones! Here in the States 
priests are constantly on the news for doing 
really horrible things in society. Who are Sony 
and Square trying to please, or not offend? 
After all it's a game, just a game. Remember, 
it's the loyal customers who make PlayStation 
the success it is, and | have been loyal since 
Day One. And with the bad games Sony 
approved for release, you would think Sony 
would do anything to persuade Square to 
release every game here in the States. There 
is a reason why Square's games sell well in 
Japan; it's because they make great games. 

| think Sony would be foolish not to get these 
games released here, as it stands now | 
guess l'Il be spending all my money at the 
import stores! 

Ken Van Vliet 

N. Arlington, NJ 


It is widely believed that the most com- 
mon reason for any company to refrain from 
translating a game for the U.S. market is 
that they believe the game would not have 
a wide enough audience. Keep voicing your 
opinions and you may very well prove to 
them that Japanese games do indeed have a 
market here. One way to make your opinions 
heard is to vote for your favorite import in 
our International Section. You could even 
win a free video from Manga Video! 


Yes and No... 


Dear OPM, 

| have a question about a rumor | heard 
from a friend. Is there a universal PlayStation 
which plays both U.S. games and imports? 
Thank you for your time and keep up the 
excellent work. 
Aaron Erwin 
Uhland, TX 





The blue developer’s PlayStation will 
indeed play any game, but it is available only 
to game developers and the press (and very 
difficult to get ahold of, we might add!). The 
black Net Yaroze, Sony's developer's kit for 
the amateur game designer, will also play 


Your chance to speak your piece 
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both Japanese and U.S. titles, but its 
$800 price tag means that it too is 
basically off-limits for the average gamer. 


The Import 
Quest Continues 


Dear OPM, 

There is a code for the Sega Saturn 
so that if you have a GameShark you can 
play import games. Is there one like this 
for the PlayStation? 

David Hubrich 
New Lenox, IL 





'Fraid not. The only truly fool-proof way 
to play Japanese games is to buy a 
Japanese PlayStation from a company 
which specializes in imports (which, come 
to think of it, is still significantly cheaper 
than the Net Yaroze mentioned above). 
Other methods, like the swap trick and 
the modification chip, can be pretty unreli- 
able. Not to mention the fact that doing 
either will void the PlayStation's warranty, 
and in some cases can ruin the system for 
good. You don't want that. 


Keep Dreaming 


Dear OPM, 

Let's see, another letter about Tobal 2. 
Yes, but there are rumors that Working 
Designs might translate the disc and 
release it here. What's the deal? Is it 
true or am | dreaming? 

DAHMIN 
Billerica, MA 





This was the first we'd heard of this 
rumor, so we gave Working Designs a 
call to check it out. They laughed. 

A lot. 

Sorry. 
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еме received 

J a significant 
number of let- 
ters from readers 
who had subscribed 
to OPM but had yet 
to receive their first 
issue. This should 
be cleared up by 
this point, but in 
case there's still 
some confusion, 
here's the explana- 
tion. Although sub- 
scription cards were 
included in our very 
first issues, the 
majority of the first 
subscriptions began 


= 


with the January 
issue; apparently, it 
takes a month or 
two for subscription 
0 





ders to be properly 
processed. That 
being said, if you 
feel you should have 
gotten an issue by 
now, please call 
(303) 665-8930, or 
write us a letter, and 
we'll get things 
straightened out. 
Thanks for your 
patience. 





Letters 


You write us and here we respond 


Rant of the 
Month Runner-up 


Dear OPM, 

I'm sick and tired of reading letters from 
people complaining about the demo discs. 
“Oh, they need to be flashier!" "Oh, they 
need more games on them!" Shut up!! 

What other magazine for console systems 
gives you demo discs to try on them? None!! | 
understand it’s a new magazine, just starting, 
and things can only get better. | look forward 
to the 28th of each month to see what's next 
in news and demos. Yes, | know a subscrip- 
tion is cheaper, but money's too tight to shell 
out $40 all at once. In the meantime, $8 a 
month is fine. l'm happy with being able to 
play games before | buy them. It saves a lot 
of trouble. 

My point is this: If having a magazine that 
tries its best, gives you a free demo disc with 
each issue, and is out on time each month is 
not enough for you, then it's simple: Don't 
buy it! Enough said. 

Loyally yours, 
Jesse Prusinski 
Philadelphia, PA 





Wow. We didn't realize that anyone felt 
so strongly about this issue. We certainly 
appreciate your enthusiasm, Jesse, but we 
do welcome any comments or criticisms our 
readers have. 

We get a great deal of mail here, and 
occasionally, some of it can be quite nega- 
tive. It's easy to get discouraged when that 
happens, but the truth is that sometimes 
even the most mean-spirited attacks can 
have a positive effect. Working the kinds of 
hours we do, our work environment can easi- 
ly become our own little world. We have to 
pay attention to the thoughtful comments of 
our readers—whether positive or negative— 
if we're going to keep improving our maga- 
zine and striving toward excellence. But it's 
nice to know that folks like you are looking 
out for our interests. 


Go Figure 


Dear OPM, 

Can you help me find a place to call and 
order video game figures from games like 
Final Fantasy VII, Mega Man X, Dragon Ball Z 
and more? 

Charles Simmons 
Philadelphia, PA 





Your chance to speak your piece 
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We checked through some ads for 
game import companies and came up 
with a few names which might help you. 
At press time, a company called Game 
Express was advertising Final Fantasy VII 
and Dragon Ball Z figures, with prices 
ranging from $9.99 to $29.99. Their 
phone number is (212) 290-0031; their 
e-mail address is order&gexpress.com. 
Japan Video Games was also advertising 
Dragon Ball Z and FFVII figures. Their 
number is (626) 281-9282. Unfortunately, 
we were unable to locate a company 
which advertised Mega Man X or 
Rockman X figures; perhaps one of these 
places can special-order them for you. 
Hope this helps. 


What year is it? 


Dear OPM, 

Greetings. This be the first time | hath 
ever written to a magazine, but this one 
hath particularly caught me attention. | am 
but a 21-year-old gamer who hath been 
playing video games since the age of five 
(aye, five, me noth [sic] kidding). Ye maga- 
zine is quite in-depth when it cometh to the 
reviews ye give. | really enjoy the com- 
ments and rundowns ye giveth all but too 
well, and ye rating system hits the very 
core if noth close to it. Such things art 
what | cometh to look for in a magazine. 
Me think ye art the best magazine up to 
date, and | shalt be awaiting every issue 
faithfully. | really hope to see me letter in 
thy next issue, for | shalt write again. Until 
next time | shalt fare thee all well... 
Michael “The Black Knight” 

Hampton, VA 





Believe it or not, folks, we don't make 
these up. 


IN THIS CITY, THERE IS NO 
RUNAWAY CRIME RATE... 








... BECAUSE NOTHING OUTRUNS THE LONG ARM OF THE LAW. 


In the entury, a license to kill and heavily armed, turbo-charged patrol vehicles 
need to keep the peace. Just don't get blown to pieces in the process. 






BY GAMERS. FOR GAMERS." 
WwwW.interplay.com 
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Tomb Raider 2 


PUBLISHER: Eipos Last Момтн: 4 
GENRE: AcTION/ADVENTURE RELEASE Date: Nov. 1997 







Was there ever any doubt 
Eidos’ intrepid heroine 
would climb to the top of 
the PlayStation heap? But 
can she fend off the 

| impending zombie attack? 















Neither losing nor gaining any 
ground on Ms. Croft, Crash 
holds steady at the number 
two spot. Will Crash get to 
enjoy his day in the sun at 
number one? 














NBA Live 98 


PUBLISHER: EA Sports Last Момтн: 1 
GENRE: SPORTS RELEASE Date: Sept. 1997 

















ПРЕ Ыр. 


кетт E LJ 


NBA Live 98 falls two spots 
j| this month; however, sports 
j games traditionally have 
good staying power, so 
count on seeing this in our 
Top 20 for a while. 













NFL GameDay 98 
Ривиѕнев: SCEA Last Mont: 3 

GENRE: SPORTS ВЕ!ЕА$Е Date: Auc. 1997 
Speaking of staying power, 
SCEA’s groundbreaking foot- 
ball sim has been a fixture 
of our Top 5 since our sec- 
ond issue and shows no 
sign of letting up. 




















Crash Bandicoot 


PUBLISHER: SCEA Last Момтн: 8 
GENRE: PLATFORM RELEASE Date: Sept. 1996 




















Scores of new PlayStation 
owners must have snatched 
up this economically priced 

classic, sending it skyrocket- 
ing to this month’s number 
5 spot. 












The best-selling U.S. PlayStation titles as 
reported by the nation’s top retailers. 





TEQUE 
Last Момтн: 6 
RELEASE Date: Auc. 1997 
Madden continues to rack up impres- 
4 sive sales, holding steady at number 
] six. Will EA add polygonal players for 
Madden NFL 99? 





PUBLISHER: EA Sports Last Момтн: 5 

GENRE: RACING RELEASE Date: SEPT. 1997 
NASCAR fans are known for their 
loyalty, and NASCAR 98's continuing 
strong sales certainly seems to 
support this. 






RELEASE Date: Auc. 1996 
After a two-month reign at number 
one, FFVII fell to number seven last 
month and hangs in at number eight 
this month. 


Last MoNrH: 9 


PuBLISHER: SCEA 
GENRE: RACING 
After debuting last month at 
number nine, SingleTrac's and 
SCEA's futuristic racer seems 
to have stalled. 


(101 2 
PUBLISHER: HASBRO INT. LAST MONTH: 14 
GENRE: PLATFORM RELEASE Date: Oct. 1997 

Revived, revitalized and ready to hop, 

Hasbro Interactive’s update of the 

arcade classic leapfrogs to our 

number 10 spot. 



















(11 
PuBLISHER: SCEA Last Момтн: 11 

GENRE: RACING RELEASE Date: Nov. 1996 
Jet Moto has been at our number ст 

11 spot for the past three months. [ 
Not too shabby, considering the 
game is over a year old. 


12 
PUBLISHER: SCEA 
GENRE: RACING 








Last MONTI 
RELEASE Date: Nov. 1996 
Whoah! The aged sequel to ESPN 
Extreme suddenly regains a pulse 
after having Greatest Hit status 

J bestowed upon it. Amazing!!! 








Send your votes for the readers’ 10 most wanted games to: 
Official PlayStation Magazine 

Attn: Readers’ 10 Most Wanted 

1920 Highland Ave. 

Lombard, IL 60148 

or e-mail us at: bob_conlon@zd.com 
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PUBLISHER: ACCOLADE Last MONTH: — 

GENRE: RACING RELEASE Dare: Nov. 1997 
Another surprise, TD4 was released 
in November and appeared on our 
December demo disc but couldn't 
crack the Top 20 until now. 



















PUBLISHER: SCEA Last Mont 
GENRE: RACING RELEASE Date: Dec. 1997 
As the winter sports seasons winds IT EET 
to a close, Cool Boarders 2 makes 
its first Top 20 appearance at our 
number 14 spot. 


(951 


PUBLISHER: SCEA Last MONTH: — 

GENRE: ACTION RELEASE Dare: Nov. 1995 
Ez After а two-month absence, the 

: original Twisted Metal re-enters our 

Top 20 at 15, but when will we get 

to see Twisted Metal 3? 











PUBLISHER: EA Sports Last Момтн: 17 

GENRE: SPORTS RELEASE DATE: SEPT. 1997 
After dropping from number nine to 5 
number 17, EA Sports’ excellent 
hockey sim gains a spot, moving to 
number 16. 


(17 i 


PUBLISHER: CAPCOM Last Момтн: 18 

GENRE: ADVENTURE RELEAsE Dare: SEPT. 1997 
UA while Director's Cut continues to 

scare legions of new PlayStation 

owners, the real nightmare, RE2, 

lurks in the wings. 












PUBLISHER: SCE/ Last MoNrH: 10 
GENRE: SAMPLER RELEASE Date: Ост. 1997 
Apparently lots of Christmas shop- 4 
pers felt the economically priced 
Jampack Volume 2 made a great 
stocking stuffer. 


(19 § 





PUBLISHER: ELECTRONIC ARTS Last MONTH: 14 
GENRE: PLATFORM 


СТЕ | 
| 7 


RELEASE DATE: Auc. 1997 
Although lambasted by the critics, 
The Lost World: Jurassic Park 
demonstrates a hot movie license 
can still go a long way. 











20 | СК 
PuBLISHER: T*HQ Last Момтн: 13 
GENRE: WRESTLING RELEASE DATE: MAR. 1997 
Despite falling seven spots, T*HQ's 
aging grappler continues to rack up 
impressive sales. Will WCW Nitro 
knock it out completely? 








Source: NPD TRSTS Video Games, December, 1997. 

Call them at (516) 625-2345 for questions regarding this list. 
Note: No games for competing console systems (e.g. N64, 
Sega Saturn, etc.) were included. Overall sales figures may 
vary. Game descriptions are written by the OPM staff. 


10 Most Wanted 


As compiled by our attractive, intelligent readers 
1 Tekken 3 The only thing Namco is saying is 

that it'll be here sooner than you might think. 
т. v 


3 WCW Nitro Whether you're WCW or NWO, 
Nitro is just too sweeeeeet! 


T Pitfall 3-D Will Harry's first 3-D adventure be 
his best to date? 

6 Mortal Kombat 4 Can PlayStation handle 
this visually complicated brawler? 


7 Gran Turismo А partial list of Gran Turismo's 
real-world vehicles has car buffs salivating. 








Parasite Eve Moody, atmospheric—Square’s 
latest should be a visual tour de force. 


Mega Man Neo The Blue Bomber's first 3-D 


title will be headed Stateside soon. 


A new winner is randomly chosen every month! 


Submit your picks for 10 Most 

” Wanted, and you could win a great 
game generously provided by ASC 
Games. Send your lists to: 


Readers’ most wanted c/o 

The Official U.S. PlayStation Magazine 

M 1920 Highland Ave Suite 222 
Lombard, IL 60148 
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Editors’ Тор 5 


What we've been playing instead of working 
5 a = 


nem i i e id 
Vigilante 8 Activision’s one-level demo left 
us salivating for more carnage. 





Riven A fan of the original, Rybicki has 
been glued to this five-disc epic. 
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Rave Mode А 
(down duck | 
Beast Mode ( ) 


left move left 
punch | 
right move right 
kick X 
notused 1] 


R2 
not used L2 































hoah! Notice anything 
different about this 
month's disc? We 
hope you like our new 
Tales from the Cryptlike intro 
and interface as much as we 
do. A special thanks is in order 
to everybody who helped make 
it happen. Next, those of you 
with really sharp eyes will 
notice we moved the controller 
commands box to the outside 
edge of every page in this 
section to improve readability, 
as Joseph Hauger suggested 
in our February Letters section. 

The first playable demo on 
this month's disc is SCEA's 
excellent Bloody Roar, which we 
also review later in this issue. The last time 
this occurred (as you may remember) was in 
our December issue, which featured both a 
review and a playable demo of another fight- 
er, T*HQ's Vs. We hope to do this as often 
as possible in the future, so you can decide for 
yourself how accurate our opinions are. What 
other mag lets you do that? 

We first learned of Bloody Roar at last year's 
E3, where it appeared as a surprise title in 
Sony's expansive booth. While the name has 
undergone a change (it was shown under the 
tentative title Beastorizer), the action is as fast 
and furious as ever. 

How is the game best described? Well, if you 
locked Fighting Vipers and Altered Beast togeth- 
er in a room at the motor lodge along with a 
bottle of Boone's Farm, nine months later you'd 
have Bloody Roar. The game first appeared in 
arcades but made the leap to PlayStation 
courtesy of Hudson. Each of 
the game's eight selectable 


not used 


Sony Computer Entertainment 
America (SCEA) warrants to the 
original purchaser of the Official U.S. 
PlayStation Magazine that the demo 
disc included is free from defects їп 
material and workmanship for a peri- 
od of ninety (90) days from the date 
of purchase. SCEA agrees for a period 
of ninety (90) days to either repair or 
replace, at its option, the SCEA prod- 
uct. You must call 1-800-345-SONY 
to receive instructions to obtain 
repair/replacement services. 









This warranty shall not be applicable 
and shall be void if the defect in the 
SCEA product has arisen through 
abuse, unreasonable use, mistreat- 
ment, neglect or breakage during 
shipment. THIS WARRANTY IS IN LIEU 
OF ALL OTHER WARRANTIES AND NO 
OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE 
BINDING ON OR OBLIGATE SCEA. 
ANY IMPLIED WARRANTIES APPLICA- 
BLE TO THIS SOFTWARE PRODUCT, 
INCLUDING WARRANTIES OF MER- 
CHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE LIMITED 
TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE. IN NO EVENT 
WILL SCEA BE LIABLE FOR INCIDEN- 
TAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE 
OR MALFUNCTION OF THE SCEA 
SOFTWARE PRODUCT. 
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PRODUCT MANAGER 
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EXECUTIVE PRODUCER 
Andrew House 

AUDIO 
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MUSIC COMPOSITION 
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TEST MANAGER 

Mark Pentek 

LEAD TESTERS. 

Ben Briones 

Kenneth Chan 

Charles DeLay 
PROGRAMMING AND 
INTERFACE ARTWORK 
BY LIFELIKE PRODUC- 
TIONS, INC. 


TRANSFORMATION 
CAN BE USED AS 
AN OFFENSIVE 


Some states do not allow limitations 
as to how long an implied warranty 
lasts and/or exclusions or limitations 
of consequential damages, so the 
above limitations and/or exclusions 
of liability may not apply to you. This 
warranty gives you specific legal 
rights, and you may also have other 
rights which vary from state to state. 















characters is capable of transforming into a 
beast with the press of a single button, which 
not only adds some visual sparkle but also 
affects strategy. The final Boss can transform a 
second time into a hulking creature that enjoys 
wiping the floor with opponents' faces. 

Even though the button configuration is 
exceedingly simple, you can perform loads of 
crushing combos and advanced moves, such 
as counters and throw recoveries. The walled 
arenas also lend themselves to plenty of 
Fighting Vipers-style juggling moves. 

Bloody Roar may end up giving heavyweights 
such as Tekken 3 and Dead or Alive a run for 


their money, and deservedly so. 


LEAD PROGRAMMER 
Avery Lodato 

3-D ARTIST 

Sonia lvonett 
PRESIDENT 
Katherine Williams 
TECHNICAL DIRECTOR 
Tim Edwards. 

CD INTRODUCTION BY 
CINEMA DIGITAL 
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ANIMATOR 

Kurt Rauer 
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Chris Burnbaum 

Matt Eskew 

EDITOR 

Ryan Ramirez 
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Karen Borowick 

David Greenspan 
Kerry Hopkins 


Ninalei Morrison 
Michelle Postrado 

Riley R. Russell 

OPM Demo Disc is 
published monthly 

by Sony Computer 
Entertainment America 
Inc., 919 E. Hillsdale 
Drive, Foster City, CA 
94404. All titles shown 
herein are trademarks 
of and copyrights of their 
respective publishers 
and/or their licensors. 
See individual screens 
for details. ©1997 Sony 
Computer Entertainment 
America Inc. 

Please submit all relat- 
ed demo disc inquiries 
to: OPM Demo Disc, 
Inquiries, 919 E. 
Hillsdale Drive, Foster 
City, CA 94404 
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“Аў 100 plus hours of gameplay. = 
зу 8 diferent postibleendingt: 
АФ Non-linear storyline. ~ 
| Ар 3-D isometric battlefields, 
RPG/SIM Pelle быры гык ие 





Tactics Ogre. 





















































Like Tomagotchi with teeth 
up not used 


cancel A 


nconventional. That’s the best way disciplinary and training regimen. 



















to describe Tecmo's Monster Unfortunately, you only get to create a 
down not used J Rancher (a.k.a. Monster Farm in monster in this demo version. If you want 
help. C ) was Japan), the first PlayStation game to actually train and fight your creation, 

that lets you breed, train and fight your very you'll have to pick up a production copy 
left not used own monsters! To do so, all you need is an of the game. 
| ordinary compact disc—any type will do: 
mtued Г] music, CD-ROM, etc. You can 


also buy a stock monster at the ШАБИ CR ЧАШ 


right not used 
market, if you don't have a CD YOUR MONSTERS 
accept x | handy or if you and a friend ARE "BORN." 


R1 not used want to battle monsters with 


equal abilities. 
not used L1 Kind of like an overgrown 
Tomagotchi, your monster must be 
R2 not used fed and cared for after it is creat- 
not used L2 ed. Experimentation is required 


to discover the proper diet, 


# OF PLAYERS % COMPLETE AVAILABILITY PUBLISHER 
Strategy 100% 
Shi k 
© ipwreckers 


High seas hijinks from Psygnosis 





boost 


not used А 


down brake/quick turn 
fire right Ө! 


аск in December, Shipwreckers 3-D graphics or transparency effects, the 
garnered a three-disk or “good” European publisher relied on simple, yet 

J score from Dindo, who liked the addictive play mechanics and wicked level 

>” game for its speedy gameplay design to draw players into their games. 
and numerous secrets. Others, such In Shipwreckers, you play as a the captain 








[left штен] as art director Jim Cordano, just love it of pirate ship out to conquer as many ports 
not used EE for its flailing seamen. Now you can check as possible. To do so, you'll need to defeat 
i out Shipwreckers for yourself, if you or avoid a variety of man-made and natural 
haven't already. hazards, such as enemy ships, octopi, 
fire left The game harkens back to Psygnosis' bomb-dropping parrots and air ships. 
fire let 2 $ early days, when, in the absence of fancy Shipwreckers' controls take a little getting 


R1 accelerate used to, particularly the different types of 


е d firing. To destroy enemies’ ships quickly, try 
тарса moving around them in 


j a tight circle while firing 
R2 weapon clockwise ў ОЗ ЗЕЙ from the side. If you 


weapon anti-clock. 12 A LOT OF DAMAGE, catch on fire, head for 

} 1 so BEWARE! the nearest waterfall. Be 
sure, however, to pick up 
any of your crew members 
who may have jumped 
overboard while your ship 
| was in flames. 
| 


и 
неме) [#OFPLAYERS) | % COMPLETE 
Action 100% March Psygnosis Psygnosis 
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> COMPATIBILITY: 100% m 
; with PlayStation" games 


4 CONTROL: Опе hand intuitive gaming CONFIGURATION Алое of 
control with three modes: digital, different wo layouts, three 
analog, and simulated analog 
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Hoop it up with Barkley and Shaq 





BA ShootOut 98 is the first view- NBA ShootOut 98 has all 29 and over 
able demo on this month’s disc. 350 players—including Barkley and Shaq! 
How can you tell it’s non-playable The game also has four times the animation 
(without loading it, that is)? By of last year’s edition, including 30 signature 
looking at the little Camcorder icon in dunks; Total Control Shooting, which allows 
the bottom righthand corner of the Game you to control the loft of your shots; nine 
Select Screen. new offensive plays and four new defensive 


plays, including the Bulls’ triangle 
offense, Seattle’s half-court trap 
and Utah’s pick and roll; an excit- 
ing 2-on-2 Play Mode and a whole 
bunch of other improvements. 

ShootOut's players also look 
and perform the most accurately 
thanks to SCEA's motion-blending 
and “skinning” techniques in 
addition to realistic player sizes 
and performance ratings. 


THEME # OF PLAYERS % COMPLETE AVAILABILITY PUBLISHER DEVELOPER 
100% 
SaGa Frontier 


Squaresoft's latest is seven games іп опе 


5 You CAN NOW 
** CONTROL THE ARC OF 































ccording to the Squaresoft, SaGa 
Frontier will contain over 140 
hours of gameplay. Now, before 
you groan and complain how notori- 
ously inaccurate estimates of playing 
time generally are, consider this: SaGa 
Frontier contains seven fully realized adven- 
tures, each featuring a different 
hero. Gamers can choose to SaGa FRONTIER’S Җ 
play as a dark wizard, ап out- VISUALS ARE A DEPAR- Î 
cast half-breed, an unearthed TURE FROM FFVII. 
robot and four others. Your 
objectives differ dramatically 
depending on which character you 
choose. Will you seek revenge, accumu- 
late wealth and power or save the world? 
The choice is yours. 
In addition to the unmistakable artistry 
of Squaresoft, SaGa Frontier will contain 
30-plus polygonal regions to explore and 


(us UC MEN SIE Magazine (е) 


U.S. developers and 
publishers, RPGs, as 
demonstrated by the 
phenomenal success 
of Final Fantasy VII, are 


a huge cast of sub-characters; at any given here to stay. It looks like the floodgates 

time, you may have as many as 15 different have finally opened, and we should continue 

characters in your party. to see more and more great Japanese RPGs 
Once considered a niche market by many like SaGa Frontier hitting U.S. shores. 
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“А total rush... 
The undisputed 
king of combat 
racing games!” 


-Tips and Tricks 


KIDS TO. ADULTS | | [| 


CONTENT RATED BY cnc 
ESRB 

















hile many new 
PlayStation 
owners are 
intrigued by the 
rich stories, huge worlds 
and extend playing times | 
offered by RPGs, they just. | 
can't seem to get into 
repetitive, turn-based 
combat typical of the 
genre. If you are such 
a gamer, you should 
check out Alundra, which 
contains a more action-oriented, Zelda-like 
style of play. 
If you were intrigued by the first part of 
our huge Alundra strategy guide, here’s your 
chance to see the game in motion. As you 












DEFEATING BOSSES 
Y] REQUIRES A GOOD 
DEAL OF DEXTERITY. 


can see from the 
demo, beautifully animated cut-scenes 
complement the action. 
If you want to read more about the game, 
check out part two of our Alundra strategy 
guide, located in the back of this issue. 
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t close to five minutes long, this 
viewable demo of Mega Man Neo 
easily is the longest featured to 
date on any of our discs. That's 
a good thing, because there is plenty 
in this game to see. 

When Capcom announced it would be 
transporting its longestrunning series into a 
third dimension, many were skeptical. Fear 
not, however; it looks 
like Mega Man Neo 
(a.k.a. Mega Man 
Dash in Japan) will 
retain all the platform- 
ing action long-time 
fans of the series 
have come to expect, 
while infusing the 
game with some 
unexpected RPG 
elements. Instead 
of a series of side- 
scrolling 2-D levels, 
Neo offers an entire 


Official U.S. PlayStation СӨ 


Ким 
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The Blue Bomber gets a 3-D facelift 





DELE 











3-D world to freely explore. Shops and other 
buildings can be entered and townspeople 
can be questioned. Cinemas are done in 
realtime and contain tons of spoken dialogue, 
too. But don't worry; Neo looks like it will 
contain one longtime Mega Man convention: 
winning a defeated Boss' weapon. 

It looks as though Mega Man Neo will 
be the breath of fresh air Capcom's long- 
running series 
sorely needs. 





Meca Man МЕО’$ 
CINEMAS OCCUR 
IN REALTIME. 


VELD 5 
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PlayStation" Game Со 


Between the Worlds of Li 
Between the State of Conscious 
Lies the Realm of the Dreamy 











PlayStation 








тм 
Que games go to 11/ 
games go vo 77/ 
PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. "ALUNDRA" is a trademark of Sony Computer Entertainment Inc., licensed by Working Designs. Original Game © Sony 


Computer Entertainment Inc./Matrix 1997. English Translation © Working Designs 1997. "Working Designs’ is a registered trademark of Working Designs, Inc. All rights reserved. Landstalker is a trademark of SEGA 
Enterprises, LTD. Combatting wetness, one dream at a time! For a dealer near you, call (916) 243-3417. Call 1-800-771-3772 for Game Rating Information. 





Armed with a killer butt 
and a boatload of bizarre 
weapons, Vou re Klaymen, 
the last clay action hero. 


Repeat until you fave your 
beloved homeworld from the 
evil villain Klogg and his 
Skullmonkey minions. 











—from the 


Fart-Head to the almighty Universe Enema. 
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hand-crafted in 


high-tech, superfly, 3-D...CLAY! 
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Atari Collection И 


_ Midway Compil 
Bloody Roar SCEA - EU 
__Вгеаїһ of Fire И! _ Capcom. Š RPG — 
Clay Fighter Extreme. Interplay — Fighting 
Dead or Alive. Тесто Fighting 
Deathtrap Dungeon Eidos - Action/Adventure 
Diablo EA Action/RPG 
Elric Psygnosis Adventure 
NBA ShootOut 98 SCEA Sports 
Need For Speed lll EA Racing 
Newman/Haas Racing Psygnosis Sports 
Ninja Eidos Action/Fighting 
Rascal Psygnosis Action 
Reboot Electronic Arts Action 
Running Wild Universal Studios Racing 
SaGa Frontier SCEA RPG 
Sentinel 2 Psygnosis Strategy 
TNN MotorSports Hardcore 2 ASC Games Racing 
Wreckin' Crew Sir Tech Racing 


Above: Forsaken, 
Left: VR Baseball 99 


Future Releases 


GT Interactive _ 
E Interactive 


Action 


Alien Resurrection ааа 
Rol 





Action/Adventure 


Blasto SCEA 
| C (working title) Konami jooter 
Carom Shot ASCII Sports 
(Cardinal Syn SCEA Fighting | 
Deception И Tecmo Action 
inhander EA jooter 
Elemental GearBolt Working Designs OE 
od EA 
Fifth Element Kalisto ‘Action/Adventure 


Fly by Wire Shiny Flight Simulation | 


Gran Turismo SCEA Driving 
Heart of Darkness Infogrames Action 
Judge Dredd Gremlin Light Gun 
(LB 99 EA : 
Masters of Monsters peel RS 


Men in [n Action Adventure 






Metal esr zu 


Konami 





Morta 


om 
NFL Bitz 





ва id Racer 






Tekken 3 





Namco Fighting 
ecmo Super Bowl ecmo port 
Tomorrow Never Dies MGM Int. Action 
Tonba Platform. 
Vigilante 8 Activision Driving/Combat 
WWF Warzone Acclaim restling 
Z-Axis Soccer Z-Axis Sports 


Bass Masters Classic: PE 
Crime Killer 

Forsaken 

Gallop Racer 

Grand Theft Auto 
Hardball 6 

Jack Nicholas Golf 

Mega Man Neo 

Populous 3 

Super Motocross 

VR Baseball 99 
WarGames 

Warhammer 2: Dark Omen 
Wild 9 


Above: NBA ShootOut 98, Left: Need For Speed ll. 


T*HQ 
Interplay 
Acclaim 

Tecmo 

ASC Games 
Accolade 
Accolade 
Capcom 
EA/Bullfrog 
Acclaim 
Interplay 

MGM Interactive 
EA/Maxis 
Interplay 


Sports 
Driving/Combat 
Action 
Simulation 
Driving/Action 
Sports 

Sports 

Action 
Strategy 
Racing 

Sports 
Strategy 
Strategy 
Action 


Above: Elemental 
GearBolt, Right: 
WWF Warzone 





Left: Vigilante 8, 
Above: Return Fire Il 





All release dates are tentative and subject to change. More information on all Future Releases will be given as it becomes available. 


IN THE 

FUTURE, « 
MACHINES 
WILL NoT 
BE USER- 
FRIENDLY, 





Immerse yourself in seven unbelievable fantasy worlds and anything organic. Through 16 punishing levels, and an endless 
take on a marauding metallic battalion of mechanized death barrage of spectacular explosive firepower and amazing light- 
machines with your weapon-packed, futuristic assault vehicle. ing effects, you must track the Shadow Master down and — it 
The Shadow Master, an evil overlord, has gone completely make scrap metal of him and his lethal robotic creatures. Рб 
mad, and he will stop at nothing less than total genocide of Shadow Master, the ultimate fantasy shooter. ROM 
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; Your weapons? Powerful and 
plentiful. Master the Flame 
«M. Thrower, Grenade Launcher, 













GAMING 


же EU S e 
THING ELSE 
A A21 » 
е most anticipated gaming event of 1998 has i 

© arrived! Resident Evil" 2, the shocking sequel to the -~ x 


Consumer's Choice: Best PlayStation Game Overall, * E 
* 
| 





plunges horror fans into the most intense, the 
most terrifying game experience ever crafted. м 
You see evil. You hear evil. You're overwhelmed:* $ 
ELA by evil, as you fight through hordes of 4. 5; 
flesh-starved zombies, blood-thirsty beasts «5» 
and other mutations of modern science. „= = 


Will you survive the horror 2 


€ 







SUSPENSE | 4 
к” d NT 
Doesn't KILL A * 
You, SOMETHING 
ELse WILL. Twice the b 





M^ 


lood. Twice the gore. 


Р m T X З, © к 
Ec Ih I offici Ik or print you address and phone. F3 а 3x5 card and mail to: Capcom Entertainment, Resident Evil 2 < 
САР! PCOM U.S.A.. LL RIGHTS RESERVED. RESIDENT EVIL is a trademark of CAPCOM CO., LTD. CAPCOM 


“SOMEBODY 
PINCH МЕ, 

I THINK I'M 

IN HEAVEN." 


— ULTRA GAMEPLAYERS 





Splatter entrails all оуе fF ч, 
Racoon City. Inflict grotesque 
wound effects on the undead. 


EVENT OF 1998. 


EVEN COMES ,@LOSE .# 


1 =GAMEFAN 





) "AN INTENSE AND 
э HORRIFIC ADVENTURE 
AS {THAT CHILLS THE SPINE.” 





- ~ GAME INFORMER, 





A mysterious virus has 
mutated the local inhabitants | 
into flesh-eating monsters, 4 
hell-bent on snacking on your 
still-warm spleen. 
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ВИНИТИ 


Win а part in 





the upcoming 
They’re Here! 
Resident Evil 2 And The 
Official Strategy Guide! 


Resident Evil movie, or dozens 
of other killer prizes! No purchase 
necessary. To dig up further 

details, visit our website at 








| 
4) 


<> 


Playstation |, 


www.capcom.com or wherever 
Resident Evil 2 is sold. 


Play the online Resident Evil 2 game 
at www.residentevil2.com 
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e latest on the newest 


he last and only 

college hoops 

вате that came 

out of EA Sports 

was Coach K's College 
Basketball on the Genesis 
16-Bit system. Many 
gamers, myself included, 
feel that game was one 
of the finest basketball 
simulations ever released. 
The realism of the players' 
clothing and lanky body 
animations were just one 


of many of the fine points of the 
game. It was also incredibly 
tough and emphasized strong 
defensive skills in order to 
advance. Years later, EA has 
come back to the title (sans 
coach K) that earned them a 
place in the hearts of all die-hard 
hoops fans. 

March Madness contains 
almost all the elements from the 
previous game that made the 
original so good, but with a few 
twists and improvements. First, 
the bad news. Since this isn't a 
final copy of the game, this is 































March Madness 98 


This game's a PTPer baby! 


subject to change, 
but the shot percent- 
age is too high. One 
of the classic touches 
of couch K was the 
fact that these aren't 
professional players 
So you'll see them 
miss a lot of shots 
and throw up the 
occasional air ball. 

In the current 

build, these guys 

are superstars. 
Aside from that griev- 
ance, there are no 
other glaring areas of 


weakness that | can see. The 
play is fast and the action is 


easy to follow. One of 
the enhancements that 
leap out at you is the 
music. There's a great 
selection of tunes 
played by a college 
band that captures the 
mood of the game per- 
fectly. You'll be happy 
to know that one of 
the neat little ditties 
the band belts out is a 
rendition of the theme 


NBA Live 98 teamed up with TNT to heighten the televised aspect of their game so 
March Madness went out and matched up with CBS Sports. The CBS Sports banner 
is just one of the many sights there are to be seen around the court. Although it's 
not in the game, check out the cool OPM logo in the contents page. There are 
authentic team logos and courts that look somewhat like their real-life counterparts. 












Just in case you didn't 
know, breaking the 
backboard is possible 

in March Madness. Below: 
This little dude's not gonna 
break anything. 







































































We got next! 


March 
Madness 
will be the 
first time 
the women 
will be able 
to get busy 
on the 
court in a console video game. 
Unfortunately, the version we 





March Madness is going 
to be a hot multiplayer 
game. "Gimme the rock! 
Gimme the rock!" yells 
Dave "Mad Dog" Malec. 





from Hawaii Five-O. There 
are the standard play modes 
that you'd expect like exhibi- 
tion and season settings 
along with a couple others. 
The in-game options give you 
a good amount of control 
over the coaching factors. 
One of the neatest features 
which was first seen on 
Coach K was the self- 
running play outline. This 
allowed viewers to see what 
the play would look like 
when it was executed cor- 
rectly. It is in March Madness and is still as useful as ever. This has been 
adopted into the Live series, 
but seems a little more use- 
ful in a game of this type. 
There's a lot to look forward 
to and we're anxious to see 
how the game will ultimately 
turn out. According to our 
Schedules, we may get 
extremely lucky and get a 
reviewable copy in time for 
next month's issue. Keep 
your fingers crossed! 





We'll be back with more March Madness 
and show you the fighting females that are 
going to be included in the final version. 


previewed didn't yet have them in so 
we can't show them to you, but they'll 
be there. These are real women col- 
lege teams and although you can't pit 
the men versus the women, there's 
lots of fun to be had. There's no word 
yet on whether there are any females 
with dunking prowess, but we're sure 
they'll be more than a few high flyers 
ready to slam a couple down. 
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е latest on the newest 


here is now 

a number of 

PlayStation 

racing games 

which feature vehicles 
based on real-life auto- 
mobiles. The Test Drive 
series features a num- 
ber of unique vehicles, 
from the Jeeps and 
Hummers of Test Drive: 
Off-Road to the high- 
performance screamers 
in TD4. The Need For 
Speed series also 
includes a slew of supercharged, 
pricey racers. These are fine 
when it comes to testing out 
vehicles that none of us will ever 
get a chance to drive in real life; 
but what about taking the cars 
we use every day for a spin? 
Enter Gran Turismo from Sony 


Computer 
Entertainment 
America. This 
amazingly 

realistic racer 


features vehicles taken from 
the garage of the average driver, 
(as well as a few special 




















La р 
2/2 oth 


Total Time 


In the Japanese version of Gran 
Turismo, the Dual Shock 
controller responds to impacts 
with an impressive rumble, 
unlike the short-lived force- 
feedback buzz on the original 
Japanese dual-analog stick. 





Gran Turismo 


SCEA is gearing up to redefine a genre 








supercharged racing models) 
from familiar manufacturers like 
Honda, Subaru, Toyota and 
Mitsubishi. On store shelves 
now in Japan, Gran Turismo is 
expected to hit the U.S. some- 
time before sum- 
mer, and if 
the Japanese 
version is 

any guide, the 
game is likely 
to revolution- 
ize the genre 
as we know it. 

The game 
features two 
different 
modes of play. 

Arcade Mode 
should be familiar to any fan of 
PlayStation racers: players select 
a vehicle, choose their preferred 
transmission (i.e., automatic 
or manual), and pick 
one of four tracks 
on which to face 
off against five 
computer-controlled 
vehicles. The competi- 
tion here is primarily 
for bragging rights; 
the game keeps track 
of the best times 
and ranks each 
player accordingly. 

But it's in the innov- 
ative Gran Turismo 
Mode where the game really 
shows its stuff. Players 
can shop around town for 
the perfect vehicle from 
the selection of dealers. 
Once purchased, the car 
can be adjusted in the 
player's garage and 
enhanced with parts sold 
by the dealer. Then, play- 
ers can choose to com- 
pete in several different 
"seasons," each with a 
unique structure. 




























Note: All the car models 
featured in this preview may 
not make it into the final U.S. 
version due to international 
licensing issues. 
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GT's impressive 
Replay Mode lets 
players experience 
an entire race from 
both inside and 
outside the vehicle. 


At this point, players can also head 
to the test track. This track offers a 
chance to make minute adjustments 
to the vehicle, from tweaking the gear 
ratio to experimenting with different 
sets of tires, and then take the car 
for a spin on the short track to 
observe the results. There are 
literally hundreds of different 


three Licenses. These are earned 
after passing a series of 10 tests of 
driving skill. Most of these require 
simply reaching the finish line in a 
certain amount of time, but some 
include tests of cornering and 
braking as well. 

The Japanese version is one of the 
first games to support Sony's new 
Dual Shock force-feedback dual- 
analog controller; and while as of this 


Say goodbye to pushy car salesmen forever 





In Gran Turismo Mode, players can 
jump from dealer to dealer to check 
out the different options on each 
automobile model. After winning a 
race, the driver is awarded with a 
substantial sum of money, which can 
then be applied toward a new vehicle 
or used to modify a present car. It's 
like a mix of the best elements of 
Rage Racer and NASCAR 98. 


combinations available, so extensive 

testing is encouraged in order to 

get a feel for the different elements. 
Gran Turismo Mode also gives 

players the option of trying for one of 
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writing no official plans 
have been announced 
to bring this peripheral 
to the U.S., it is gener- 
ally expected that it will 
be released here— 
perhaps even with GT 
as its inaugural title. 
With its exhaustive 
collection of vehicle 
options, not to mention 
the impressive array of 
real-life vehicle licenses, Gran 
Turismo is expected to set a new 
standard for racing simulations. 
Check in next month for more info. 






























From the first moments of the race all the 
way to the finish line, the Replay Mode 
offers a unique view of the action. 


As if the amazing 
realism of the actual 
race were not 
enough, Gran 
Turismo includes 
one of the most 
jaw-dropping Replay 
Modes in any racer. Using a series of 
intense ESPN-style camera angles, the 
replays show off the game's graphic 
quality and attention to detail. 

The intricate car models exhibit a 
feature called environmental mapping, 
which means that the dynamic lighting 
and the objects on the course are 
reflected off the shiny surfaces on 
the vehicles. 

But what's most impressive is the 
realistic suspension of the vehicles. 
Seeing your car 
rocking and 
sliding around an 
especially tight 
turn makes sitting 
through a replay 
of an entire race 
completely 
worthwhile! 
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ontinuing in the tradition 

of translating hit PC 

titles to the PlayStation, 

Electronic Arts is preparing 

to release the console version of 
Diablo. As one of the most 
popular titles of 1997, Diablo 
ensnared PC users with its dark, 
menacing graphics, straightfor- 
ward, action-oriented play and 
extensive multiplayer capabilities. 
Now, PlayStation owners will get 
a chance to see what all the 
excitement was about. 

In Diablo, players create and 
evolve a character in classic RPG 
style. Choosing from one of three 
classes (Warrior, Rogue and 
Sorcerer), players begin the 
гате with their character in a 
small, idyllic village. After speak- 
ing to a few of the locals, howev- 
er, it is revealed that all is not 
right with the world. The player 
must then venture into the under- 
world to complete a series of 
quests, climaxing in a final battle 
with the lord of the underworld 


The latest on the newest 


Diablo 


One hell of an adventure from EA 





himself, Diablo. What makes 
the game particularly unique is 
that these quests are randomly 
assigned when a game is start- 
ed. As their first quest, for exam- 
ple, players might learn of the 
mysterious disappearance of a 
valuable magical artifact. If they 


venture into the dungeons and 
retrieve the item, they will be 
assigned a new, more difficult 
quest, and 




















` So on. 
The game 
includes a total 
of 16 different 


course, being randomly 
generated, it might seem 
that the quests could end 

up unbalanced through the 
course of a game. However, 
the majority of the quests 
involve the death of a 
particular creature or the 
returning of a particular item; 
it's the environment—that is, 


Each character in Diablo is 
modeled from rendered 
models. Although the environ- 
ment is not, strictly speaking, 


3-D, the isometric (three-quarter perspective) view offers plenty of 
opportunities for hidden items and monsters. The developers at 
Blizzard could have simply left the discovery of these items to luck 
(or misfortune), but they decided to be nice and make the walls 


turn transparent when the character is hidden from view. Of 
course, they don't turn completely clear, so you'll still need to 
keep a careful eye on the character's immediate surroundings. 


quests in all. Of 













the general population 
and difficulty of the 
monsters—that actually deter- 
mines the level of challenge 
for a particular quest, and 
these invariably become more 
difficult the deeper the player 
progresses through each game's 
16 dungeon levels. 

With so many different assign- 
ments, it's easy to lose sight 
of one's goals, so the game 
includes a Quest Log that can 
be accessed at any time from 
the Pause Menu. (The quests, 
by the way, are delivered by 
townspeople via spoken text; 
using the Quest Log replays 
these passages.) 

Other town points of interest 
include a Blacksmith who buys, 




















Players need to pay close 
attention to the gossip 
passed around town; it 
offers valuable clues in 
addition to providing the 
framework for the player's 
next quest. 
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With this coupon 


PS oy 
Take $5. Off 


when you purchase 
Final Fantasy Tactics” 
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Princess Ovelia 
Atkascha 


She is the adopted daughter of the 
late King Omdoria III and his wife 
Queen Ruvelia. Sheltered throughout 
her childhood in the safety of 
Orbonne Monastery, Princess Ovelia 
Atkascha finds herself in the middle 
of controversy surrounding her 
succession to the throne. 








For more information on Princess Ovelia 
Atkascha, get Prima Publishing's official 
Final Fantasy Tactics strategy guide. 


PlayStation and the PlayStation logos are trademarks of 
Sony Computer Entertainment Inc. (1997/1998 Square 
Co., Ltd. All Rights Reserved. Final Fantasy and 
SquareSoft are registered trademarks of Square Co., Ltd. 
Final Fantasy Tactics is a trademark 

of Square Co., Ltd 

















Ts Summoner 


Requirements: Time Mage Level Two 
Weapons: Rod, Staff 

Helmet: Hat 

Armor: Clothes, Robe 


Pro: With its MA strength and MP 
bonuses, the Summoner is one of the 
game's strongest magicians. 

Con: Having one of the largest HP and AT 
strength handicaps (next to the Bard) 
leaves this character vulnerable on the 
battlefield and in need of protection. 


For more information on the Summoner, 
get Prima Publishing's official 
Final Fantasy Tactics strategy guide. 





PlayStation and the PlayStation logos are trademarks of 
Sony Computer Entertainment Inc. (1997/1998 Square 
Co., Ltd. All Rights Reserved. Fina! Fantasy and 
SquareSoft are registered trademarks of Square Co., Ltd. 
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Fs Lancer 


Requirements: Thief Level Three 
Weapons: Spear, Shield 

Helmet: Helmet 

Armor: Armor, Robe 





Pro: This class’s use of Heavy Armor 
and midranged Spear make it a nice 
alternative to the Knight class. 

Con: When planning a jump attack you 
have no access to the amount of time it 
will take to activate. 





For more information on the Lancer, 
get Prima Publishing's official 
Final Fantasy Tactics strategy guide. 
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Delita Hyral 2 


Delita Hyral is the childhood friend 
of Ramza and the Beoulve family. 
After the death of his sister Teta, he 
becomes deeply involved in the War 
of the Lions—although which side 
he's fighting on is anyone's guess! 





For more information on Delita Hyral, 
get Prima Publishing's official 
Final Fantasy Tactics strategy guide. 
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FINAL FANTASY CICS 


The epic war strategy game in a new 
Final Fantasy” world. 
* Fight hundreds of battles across 
3D terrain. 
* Forests, castles, ramparts, and more. 
* Deep battle and magic system. 
• 20 characters and 400 abilities to master. 


Only on PlayStation. Only at of 
LUERE offer Ends 04/1/98 р 
<> 


www.squaresoft.com www.playstation.com 
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Red Chocobo $7 


Class A Red Chocobo 








Move Jump C-EV 
6 5 1096 
When 

Attacks R/S/M Poached 





Choco Attack Counter Remedy 


Choco Ball |Walk in Water | Barette 
Choco Meteor |Ignore Heights 








For more information on the Red Chocobo, 
get Prima Publishing's official 
Final Fantasy Tactics strategy guide. 
PlayStation and the PlayStation logos are trademarks of 
Sony Computer Entertainment Inc. ©1997/1998 Square 
Co. Ltd. All Rights Reserved. Final Fantasy and 


SquareSoft are registered trademarks of Square Co., Ltd. 
Final Fantasy Tactics is a trademark 


of Square Co., Ltd 
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Ramza Beoulve 


The youngest son of the Beoulve 
family and hero of our story, 
Ramza Beoulve becomes involved 
in the search for the Zodiac Stones 
after witnessing the kidnapping of 
Princess Ovelia. 


For more information on Ramza Beoulve, 
get Prima Publishing's official 
Final Fantasy Tactics strategy guide. 
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Ninja 
Requirements: Archer Level Three; 
Thief Level Four; Geomancer Level Two 
Weapons: Knife, Ninja Sword, Hammer 
Helmet: Hat 
Armor: Clothes 


Pro: High speed and movement ratings 
along with double weapon attacks make 
this character a powerhouse on the 
battlefield! 


Con: Low HP totals put the character at 
risk on the front line. 


For more information on the Ninja, 
get Prima Publishing’s official 
Final Fantasy Tactics strategy guide. 
PlayStation and the PlayStation logos are trademarks of 
Sony Computer Entertainment Inc. ©1997/1998 Square 
Co., Ltd. All Rights Reserved. Final Fantasy and 


SquareSoft are registered trademarks of Square Co., Ltd 
Final Fantasy Tactics is a trademark 


of Square Со. Ltd. 
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Knight 


Requirements: Squire Level Two 
Weapons: Sword, Knight Sword, Shield 
Helmet: Helmet 

Armor: Armor, Robe 


Pro: The Knight's Battle Skills ability 
works with both long- and short-range 
weapons and is great for disabling 
powerful enemies. 

Con: You can disarm Break attacks 
using the Maintenance support skill. 


For more information on the Knight, 
get Prima Publishing's official 
Final Fantasy Tactics strategy guide. 
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sells and repairs 
weapons; a Witch 
who does the 
same for magical 
items; and 
Cain the Elder, 
who will 
identify 
valuable 
items as well as offer choice 
bits of gossip. 

The dungeon, however, 
is where the majority of the 
game's action takes place. 
Here, players find them- 
selves in a vast network 
of dark caverns. The scant 
lighting offers plenty of 
opportunities for ghouls, 
demons and other nasty 
beasts to leap from the shadows 
























THE COLOR SCHEMES BELOW ARE USED IN THE PREVIEWS 
AND REVIEWS SECTIONS TO INDICATE THE GAME'S GENRE: 
eAction/Adventure *Fighting eSports 
ePlatform 


e Tm 


The challenges in translating PC titles 
are nothing if not diabolical... 


The PlayStation version of Diablo includes a number of 
features not seen on the PC. The most notable differ- 
ence is the modified Multiplayer Mode, which places two 
players on the same screen in the style of the mother of 
all cooperative adventures, Gauntlet. This prevents play- 
ers from wander- 
ing off on their 
own adventures, 
and forces them 
to work together. 
(Of course, EA plans to allow players to 
attack each other as well, because that's 
just good clean fun.) 

In addition, the view is 25 percent larger 
to make up for the lower resolution of a 
television screen. Some new lighting 
effects are featured, as well, including a 
new day/night cycle in the town levels. 

The translation to the D-pad could have 
been disastrous, but the control configura- 
1 tion appears to be well thought out. In any 
! event, if players aren't happy with the default configuration, the controls can be 
! completely customized. All in all, it appears to be quite a careful translation. 
1 
1 












The larger full-screen view 
helps the game's clarity. 


discretion in deciding which item 
to keep, as the character's inven- 
tory is limited to only a few large 
items. In addition to new items, 
players gain experience with 

each kill. After achieving a new 
skill level, the player is awarded 
a number of points which can be 
oled out between the standard 
collection of RPG-style attributes: 


comprehensive Multiplayer 
Option, it seems to include 
enough enhancements to 
make up for the difference. 
Look for this one on 

store shelves near the 

end of this month, and 
happy adventuring! 












The controls may take a bit 
of getting used to for the 
first-time player. In order to . 
perform any action, whether 
attacking monsters or open- 
ing chests, the player must 
first select the object being 
acted upon. This is done 
automatically when close to 
an object, but it may cause 
some to wonder why their 







The spectacular Spell е s " strength, dexterity, magic and so 
ighlighted by smooth, dynamic lighting, on. At any time, players can 
which burns through the darkness. a у 7 pay 






weapons aren't working. 


surrounding the hapless 
adventurer. The layout of these 
dungeons is also randomly 
generated at the start of a 
game, offering a new adventure 
with each new game. 

As players progress through 
the dungeons, they pick up arm- 
fuls of special items. The wise 
adventurer learns quickly to use 


S ATS: Adventure 


choose to save a 
character that has 
gained skill and 
experience, so that 
when a new game 
is started, an 
already-skilled 
character can 
be used in the 
new adventure. 
Although the PlayStation 
version uses a significantly less 







































he PlayStation already 
is home to theme park 
and railroad simulators, 
but are you ready for the 
first organized crime sim? 
Already one of the most 
controversial PC titles in recent 
memory, Grand Theft Auto soon 


March 1998 


will be doing time on PlayStation, 
courtesy of ASC Games. 

In Grand Theft Auto you play 
as a new тайа recruit out to 
make a name for himself by 
stealing cars. 

Barrel though 6,000 scale 
miles, three huge U.S. cities and 
over 200 missions as you make 
your bloody rise to the top, but 
be careful; wreak too much 
havoc and you'll become a 
marked man by the police, 
who can set up roadblocks 
and barricades to put an end 
to your career. 
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Grand Theft Auto 


So much fun it ought to be against the law 


One of Grand Theft Auto's 
most unique features is the abili- 
ty to commandeer 30 different 
vehicles, including trucks, buses, 
sports cars, jeeps, motorcycles, 
vans and more. Of course, the 
current occupants of said vehi- 
cles won't exactly hand you the 


keys, but you 
have ways of 
dealing with less- 

cooperative drivers. 

Upon stealing a new ride, the 
soundtrack will change to reflect 
the previous owner's musical 
taste. Steal a pick-up, 
and you'll be 
"treated" to a 
twangy coun- 
try tune. Hop 
in a Viper 
look-alike 
and drive to 











Swearing, carnage, brushes 
with the law...Grand Theft 
Auto has everything you'd 
experience during an 
average Chicago cab ride. 


the thumping rhythms of techno. 
There are seven musical styles 
in all, including techno, hip-hop, 
rock, '705 funk, dance, country, 
industrial and heavy metal. Many 
of the lyrics are 

peppered with colorful four-letter 
words, adding to Grand Theft 
Auto's controversy. 

Viewed from a top-down per- 
spective, Grand Theft Auto's 
graphics are a bit 
on the grainy side 
at this stage of the 
game's develop- 
ment, but this is 
offset by your abili- 
ty to freely explore 
GTA's huge levels. 
At any point, you 
can take a shortcut 
through a crowed park or on a 
bustling sidewalk and watch the 
pedestrians fly. 

Each of 
Grand Theft 
Auto's 30 
vehicles has 

its owh han- 
dling charac- 
teristics and 
top speeds, 

So you'll 

have 






















In addition to Grand Theft Auto's harsh language, which asl 
contains the previously unthinkable "f* * *" word, the 

game also has buckets of blood and extreme violence. 

Innocent pedestrians become bumper bait, as your stolen 

vehicle plows through crowded streets and sidewalks. Will 


the game be censored before its release? 





(Continued on page 58) 
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(Grand Theft Auto continued) 











Each city has its own 
crime lord, who you 
must schmooze in 
order to move up 
the ranks of each 
respective gang. 


become adept at driving a variety 
of cars to make it very far into 
the game. A bus may be good 

at ramming through a roadblock, 
but if you hit a traffic jam, you're 
as good as toast. A sleek crotch 
rocket, in contrast, can wind 
through the most dense traffic 
with ease. 

Some missions will require 
you to deliver a car to a certain 
location, while the object of 
others is to steal the most 
valuable car. You even have 
to drive a truck that contains 
a ticking time bomb! 

Assuming Grand Theft Auto 
makes it through Sony Computer 
Entertainment America's 





Hoofin’ it 





At any point in Grand Theft 
Auto, you are free to get out 
of your vehicle to explore the 
city on foot, including the 
tops of buildings. But be 
careful; stray too close to the 
edge and you may take an 
unwanted air dive onto the 
pavement below. 






















Bad Boys, Bad Boys, 
Whatcha gonna do? 


If you want to make an omelet, you have to 
break a few legs, er, eggs. 
Unfortunately for you, the cops in Grand 
Theft Auto don’t agree with your philoso- 
phy. Go too crazy and they'll descend 
on you like ants at a picnic. You can 
attempt to outrun them, but this 
becomes nearly impossible if there are 
more than a couple chasing you. You 
may also leave your vehicle at any point and 
battle them with an assortment of deadly 
weapons, including machine guns, rocket 
launchers and flamethrowers! Kill a cop, and 
his car becomes easy pickens. But look out; 

his fellow officers will pursue you with even 
more intensity. 


(SCEA's) rigorous test- 
ing, the game should 
hit store shelves some 
time in April. How will 
SCEA react to the 
game's violence, objec- 
tionable language and 
crime-does-pay theme? We hon- 
estly don't know, but GTA could 
prove to be a sort of censorship 
litmus test. If released in its cur- 
rent form, Grand Theft Auto will 
push the envelope more than any 
previous PlayStation title to date 
and could possibly open the door 
to more adults-only 
PC-to-PlayStation 
conversions. We'll ag 
definitely be T 
watching this 
one closely in 
the future. 


















Having put on a few pounds 
due to the sedentary life- 
style of a magazine editor 
and torn out all his hair, a 
broken Dave Malec (left) 
finally retires in disgust. 
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PEE Score: 5 out of 5. 
` Colony Wars is an exceptional 
‚ game which deserves a place 
.in anyone's library. 
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¿> Official U.S. Playstation Magazine, 
: . January ‘98 






.“Golony Wars ranks as the 
‘best space combat game 
~ ооп the PlayStation’ 


4 г В xg s - GamePro, November ‘97 
1 * "Best Flight Sim/Shooter’ 
Ё 4 = Ultra Game Players, Holiday ‘97 
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Blast the chains of slavery straight to Hell. Join the rebellion and fly the 
hattest ships in the stars. You'll master six unique craft in your quest, each 
with different flight characteristics and weaponry. You'll fly more than 70 
unique missions, success or failure determining a destiny that lies along one 
of five different paths. The cost of freedom is high. Are you willing to pay it? 
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o the words "Final 

Fantasy" mean 

anything to you? 
Squaresoft, the company 












responsible for what is fast 

becoming one of the 

PlayStation's most 

groundbreaking 

titles (that's Final Each of the seven "heroes" 

Fantasy VII, in has a unique back-story and 

case you've been mission. It's unclear at this 

ош, зш ке 
i R stories и A 

rock), В aul but it's a pretty sure bet. 

again with 

another RPG of 


epic proportions. 

Make no mistake, however; SaGa 
Frontier is no FFVII clone. The 
similarities the two games 
share are primarily 
cosmetic, and even these 
are distinct enough so 
that the games would be 
instantly distinguishable if 
placed side by side. 





But the scope of FFVII 
is one attribute that 
SaGa Frontier does 
indeed share; the 
game includes seven 
complete quests, one for 
each of the game’s unusual 
main characters. SCEA, in 
the marketing material circulated 
as part of their role as publishers, 
states that the game contains over 140 hours 
of gameplay. 140 hours! That's over three times 
the estimates made for Final Fantasy VII. 

With over 30 separate “regions” to explore, 
one might think that a significant amount of this 
time would be taken up by travel alone. But 





























getting familiar with the 
environment will be a 
must, since SaGa 
Frontier takes place in 
an entirely new universe 
with its own rules. For 
example, instead of the 
character classes found 
in standard RPGs (i.e., 
wizard, warrior, thief, 
etc.), abilities in SaGa 
Frontier are based on 
a character's species. 
Humans, for example, can use weapons, 
spells and "tricks" in battle, while Monsters 
can use few weapons and no 
spells, and battle 
primarily by 
absorbing the 
ability of the enemy 
and using it against 
them. The battle 
system itself 
is unique, as 
well; the options 
available to most 
characters far exceed 
the standard "attack, i am 


defend, use item" f # ora 7 











formula that most RPGs employ. 

With a world as visually complex as that of 
Final Fantasy VII, a surprisingly non-linear plot, 
and the trademark Square style, SaGa Frontier 
will doubtless earn its own loyal following. 











THEME `) | #OF PLAYERS 9 % COMPLETE) AVAILABILITY PUBLISHER DEVELOPER 
90% Squaresoft 














IT'S A SIMPLE PROPOSITION, REALLY. JUST USE THOSE STRATEGIC POWERS IN THAT NOG- 
GIN OF YOURS TO OUTSMART AND DESTROY THE HUMORLESS GEOMETRIC BLOCKS AS THEY 
COME CRASHING TOWARD YOU. OR BE SOUASHED LIKE A POTATO CHIP. YOU MIGHT ALSO 
FIND YOURSELF CAREENING OFF THE END OF THE UNIVERSE. IS IT ANY WONDER YOU'LL 
KEEP COMING BACK FOR MORE? 
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e latest on the newest 


Crime Killer 


Nothing outruns the law 






































f our 1998 Editors' Awards includes the a few years, organized crime once again 

category “Best Oxymoron in a Game Title,” re-emerges, equipped with state-of-the-art 

Interplay's Crime Killer is almost certain to weaponry and vehicles. As a member of the 

win first prize. (If you're a killer, Protectorate, you must help stamp 

aren't you a criminal by definition? If so, out crime before the utopia you 
must you kill yourself?) All seriousness helped create once again lies 
aside, a rough version of Crime Killer in ruin. 
appeared in playable form on our 


February demo disc and received When the game is complete, the Wing should be 

plenty of accolades able to change altitude as it races through the 

from readers. Е j city. In the current build, however, it just skims 
After the floods of 4 along a few feet above the ground. 

2115, the haggard \ Е 

survivors are forced 

to huddle together 

on higher ground. 

For a while, humanity 

hangs on the brink 

of destruction. Since 

there are virtually 

no resources to fight 

over, the survivors 











Players will careen through 
Crime Killer's 10 mission- 
based levels at breakneck 
speeds while piloting three 
futuristic vehicles—Car, Bike 
and Wing. When fully opti- 
mized, Crime Killer will run 
at 60 fps and 





put aside their differ- include an intelli- 
ences of the past and erect new crime-free gent camera that dips upon brak- 
cities. Although man may develop new technolo- ing, rises upon acceleration and 
gies, his basic nature remains the same; within shakes as the result of a collision. 


Shatter your windshield, and the 
pieces will slide back and forth 
upon the dashboard as your 
vehicle winds through the city. 
Players will be able to freely 
explore Crime Killer's roam-any- 
where 3-D environments, which 
are plagued with a variety of 
criminal scum in addition an assortment Gamers can play against 
of natural disasters, such as earthquakes computer-controlled 
and volcanic eruptions. enemies or battle a X 
Crime Killer has a distinctive “Euro” look AA oe 
and is filled with such graphic effects as spot Split-sereen ТЕ 
lights, lens flare, semi-trans- 
parent smoke and light sourc- 
ing, giving the game a gritty, 
yet futuristic look. 

With looks to kill and plenty 
of bleak, off-the-rails urban 
environments to explore, 
Crime Killer is sure to be 
on many PlayStation owners" 
most wanted lists. 















































Because of its insane top 
speed, the Bike doesn't 
corner as well as the Car. 
Therefore, the streets in 
Bike stages have fewer 
sharp turns. 
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he latest on the newest 


ust when you thought you'd seen the 
last “mascot character with attitude,” 
along comes Rascal, a misbehaving 
12-year-old out to rescue his scientist 
father from an evil time lord (are there any 
other kind?). 

Developed for Psygnosis by platform gurus 
Travellers Tales (Mickey Mania, Toy Story, 
Sonic R, etc.), Rascal may prove to be the 
most technically 
impressive 3-D plat- 
form game ever cre- 
ated for PlayStation. 
The game will run at 
an astounding 60 
frames per second 
while boasting such 
effects as realtime 
environment mapping, which allows polished 
surfaces such as glass or metal to reflect 
their surroundings. The developers 
also claim Rascal's incredibly fast э 
load times will give the game a 
"classic cartridge feel." You can 
decide for yourself what that 
means; the jury is still out, 
in our opinion, until we 
receive a reviewable copy 
of the game. 

Rascal's most interest- ә 
ing feature is the ability to 
visit six different zones— 

Castle, Aztec, Western, Galleon, 
Atlantis and the Lab—in three 
different time periods. (Maybe he 
should warp back to the late 


The frontier town Rascal 
visits in the past becomes a 
movie studio in the present, 
complete with hazard- 

filled set pieces from a 
Godzilla flick and a 1920s 
gangster movie. 






'805, when 
mascot characters 
were en vogue.) Upon 
visiting the galleon in the past, Rascal finds 
himself in the middle of a sea battle. 
During the present, Rascal must swim 
through the same ship, now located 
at the bottom of the sea. 
(| guess that answers 
who won the battle.) 
Visit a third time, and 
Rascal once again must 
journey on foot through the 
ship, half buried in a sea of 
sand in a post-apocalyptic future. 
Although we traditionally loathe 
characters who try a little too 
hard to be hip, we 
promise to give 
Rascal a fair 
shake when we 
review it in the 
next issue of 
Official U.S. 
PlayStation 
Magazine. 






The star of Rascal was created by Jim 
Henson's Creature Workshop. In keeping with 
Henson's stance on violence, Rascal's gun 
creates time bubbles that transport enemies 
to a different time rather than kill them. 















































Like sands through the 
hour glass, so are the 
days of Rascal's life. 

































lectronic Arts is putting the finishing 
touches on ReBoot, a 3-D action/ 
adventure set in the universe of the hit 

Canadian television series (shown on 
Saturday mornings in most parts of the States) 
of the same name. 

In ReBoot (the game) players enter the 
surreal world of 
Mainframe, a futuristic 
universe that exists 
inside a computer. 
Taking the role of Bob, a 
guardian of Mainframe, 
players zip around the 
world on Bob's zipboard 
(sort of like a two-piece 
floating skateboard) in 
an attempt to foil the 
evil Megabyte and his 
maniacal schemes. 

It seems that Megabyte has harnessed the 
power of strange phenomena called Tears. (Not 
"tears" like it's-my-party-and-l'Il-cry-if-l-want-to, 
but "tears" like they'll tear you to pieces.) These 





Bob will have to zip 
through 18 large 3-D 
order to finally confrc 














for Bob's zipboard, and in some respects 
resembles a 3-D version of the arcade classic 
720°. As such, the game should appeal to an 
even wider audience than the series. Watch 
for more on this unusual title. 























little balls of energy, if left unattended, 
will destroy everything around them. 
That's bad. 

ReBoot's 3-D world resembles 
nothing so much as a giant skate-park 





as low as 


779 95 


with trade-in 


Trade-In Center 


982 Monroe Ave. * Rochester, NY 14620 
(716) 244-8321 • fax: (716) 271-2468 
For Internet Trading, Dial www.ho-rc.com 






















The latest on the newest 


f any company were to be named the 

masters of racing, it would undoubtedly 

have to be Psygnosis. With a virtual 

stable of racers, ranging from their dead-on 

Formula 1 simulations to their futuristic WipeOut 
series, the company is well aware that racing 
games are responsible for raking in a sizeable 
percentage of the gamer's hard- 
earned dollar. Now, the company is 
gearing up to release yet another 
racing sim, this time bringing the 
action to the States. 

Newman/Haas Racing is licensed 
by the racing organization of the 
same name. Founded in 1983 by for- 
mer racer and team owner Carl Haas and actor 
and racing enthusiast Paul Newman (whose 
name has finally made 
the leap from salad 
dressing labels to 
video game boxes), 
the organization 
includes on its roster 
such "legacy" drivers 
as Christian Fittipaldi 
and Michael Andretti, 
just two of the leading 
names in the world of 
CART (Championship 
Auto Racing Teams, 
Inc.) racing. Of course, 





The tracks are accurate 
down to the advertise- 
ments on the walls. 


March 1998 
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Newman/Haas Racing 


Newman's own brand of racing simulation 














both of these big-name drivers will be included 
in the game, as well as a number of drivers who 
are not part of the Newman/Haas organization. 
These include 1996 CART champion Jimmy 
Vasser, 1997 Indy 500 winner Arie Luyendyk 
and CART newcomer 
Robby Gordon. The game 






























also features a number 
of real tracks, like the 
Milwaukee Mile, the 
Laguna Seca raceway 
and the Midohio track. 
Also included is the 
"Firebird" test track. 

Each vehicle can be fully 
customized, just like the 
work done by 
pit crews in real 
life. And you'll 
need every little 
edge to end up 
in first place. 

Commentary 
by ABC/ESPN 
commentators 
Danny Sullivan 
and Bob Varsha 
rounds out the 
collection of realistic touches. 

The assortment of simulation 
aspects combined with the intensity 
of a CART competition should ensure 
a place in any CART fan's library. 


The handling on 
these vehicles is 
extremely sensitive, 
forcing players to use 
exceptional precision, 
especially in turning. 





sygnosis Studio 33 





































Gettin’ Vertical Aggressive Moves! Tomb Wader 
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Get in touch with your dark side. 


“The first Batman game worth bragging about.” - PSM 
'...Batrnan has finally arrived in style.” - Ultra Game Players 


“The graphics are phenomenal, and the capes and environments 
need to be seen to be believed.” - Game Informer 


“BATMAN & ROBIN looks spectacular.” - GamePro 


BOTMAN] 








PlayStation 
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Call 1-800-771-3772 for game rating information. DC BULLET LOGO, BATMAN, ROBIN and all related characters, names and indicia are trademarks А Claim 


of DC Comics. © 1998. Playstation and the PlayStation logo are trademarks of Sony Computer Entertainment, Inc. Acclaim is a division of Acclaim " < 
Entertainment, Inc. ® & © 1998 Acclaim Entertainment, Inc. www.acclaimnation.com 
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This cool platform game is by Токио 
Fujiwara who was a planner/producer at 
Capcom and has now formed his own 
company, Whoopee Camp. This explains 





the buzz about the 
game and it's well 
warranted because 
Tomba is indeed 
very cool. 

Imagine a side-scrolling action 
game with rock-solid play 
mechanics that allow you to 
travel into the background 
and back into the 
foreground at certain 
intervals mixed with 











RPG-type menu elements. No screen 
shots can truly capture how much fun the 
game is to play or really show you how 
well the animation’s of the characters 
and objects you interact with are. The 
title is on its way here courtesy of SCEA 
for release later in the year. 


Critical Blow 


The parade of 3-D fighters continues 
with this latest Japanese release from 
Branpresto. Critical Blow has standard 
graphics and mediocre character design, 
however it does have a very solid fighting 
engine. It features 
eight characters who 
each have an arsenal 
of about three to six 
special attacks. The 
basic fighting moves 
are handled with two 
buttons which control 
punches and kicks 
with variations 
depending on 
D-pad 
presses. It’s not going to set 
the world on fire, but it does 
illustrate the obvious point that 
good gameplay can elevate an 
otherwise sub-par game. 





Write in: 
Import Gi 


e’ve received a fair 
amount of responses 
for import games you'd 
like to see released in 
the States, but it’s time to kick it 


into overdrive! What better way to Lombard, IL 60148 of winning, you'll 
get you to vote than to offer up receive a list of 
some free prizes, so we got Fax it: hot video titles to 
Manga Video to sponsor our (630) 916-7227 choose from 
Import Game Request Top 5. Subject heading: including Ninja 


That's right, every month we'll 
pick through your requests and 
randomly draw one winner. All 
you have to do is write, fax 

or e-mail your requests for import 
games you'd like to see and 

why. That's not so hard, is it? 

So get to it! 


E-mail it: 
dindo. pel 


The Official U.S. 
PlayStation Magazine 
1920 Highland Ave. Suite 222 


Import Game Request Top 5 c/o 
The Official U.S. . 
PlayStation Magazine 


Subject heading: 
Import Game Request Top 5 c/o 


The Official U.S. 


ате Request Top 5 c/o PlayStation 


Magazine 


Scroll, Macross 
Plus the Movie, 


rez@zd.com 


and Red Hawk! 


(For official contest rules turn to page 126.) | 





Upon notification 


Ghost in the Shell 
and much, much more. As the 
year continues, you'll be able to 
Select upcoming releases like 
Landlocke (Masamune Shirow) 






Stompland 
Continuing in the 
tradition of offering 
unusual and bizarre games, 

Sony Music Entertainment (PaRappa) 
has released Dam Dam 
Stompland. The game's 
main premise revolves 
around stepping on your 

B opponent's shadow. 

It offers an interesting 
Travel Mode where 

you seek out worthy 
computer foes, but the 

fun lies in challenging 
other human combatants. 
The jury is still out on 
whether this game is interesting or 
addicting enough to keep people playing 
it for long periods of time. Tune in next 
month to find out if this game is still in 
the OPM rotation. 


GROSA Sili 


ҮТ 


Games Youn evar HEF 


By Joe Fielder 


With thousands of games coming out in Japan each year, it 
goes without saying that not every title makes its way to U.S. 
shores. Some reasons they don't procure U.S. distribution 
are that heavy Japanese cultural themes are usually difficult 
for most U.S. audiences to relate to, or the companies' over- 
seas branches are already translating as many games as 
they possibly can, or many titles are just plain bad. In the fol- 
lowing feature, we take a look at games that reside within all 
three categories of import (the good, the bad and the quirky, 
if you will), which only share one correlation among them: 
They'll never be released in the U.S. We begin with the 


import games we've ranked the UTI 


lowest and build up to titles you 


should be fighting to bring —videogamespot 


out in the States. 
www.videogamespot.com 





itoshinden in no way resem- 

bles the play mechanics 

of any other title within 

the Battle Arena Toshinden 

series. Though all fighting games 
have “rock-paper-scissors” at their 
core, Nitoshinden's bouncy, car- 
toony feel makes it seem much 
more like a one-on-one take on Whack a Mole!. While 
certainly not worth purchasing, the game is such an oddity 
that it's worth a look if you know a poor sap who may have 
purchased an import. 


— PUBLISHER DEVELOPER 


TAKARA TAKARA 





stats: 





By Trent C. Ward 
hile Takara's original Choro Q was neck and neck 
| №. with Namco's Ridge Racer for the most popular 
- first-generation PlayStation driving game, this sequel 
just runs out of gas. The tracks are certainly creatively 
designed (such as glass-roofed tracks and underwater 
ravine stretches), though they're quite a bear to play 
through. Sure, sharp turn after sharp turn can be fun, but 
not if the control mechanics make 
it hard to even drive in a straight 
line. On the positive side, the 
game offers a huge car selection 
and the option to upgrade various 
parts of your vehicle after winning 
races, but those perks are not 
nearly enough to make the title 
worthwhile overall. 


PUBLISHER 


TAKARA 













DEVELOPER 


TAKARA 















By Greg Kasavin 


he original Macross ani- 
mated series (known as 
Robotech: The Macross 
Saga in the States), with its 
memorable and complex cast, not 
to mention its incredible spacecraft 
designs, remains a classic to 
animation and science-fiction fans. 
And despite all its failed offshoots 
and cross-licenses, many Macross fans remain hopeful that 
the original will eventually see a successor in one form or 
another. Some of us, for instance, keep waiting for that per- 
fect Macross video game. From the look of Macross Digital 
Mission VF-X, the wait must continue. 
Macross VFX looks elegant at times 
but ultimately fails to capture the 
emotion, excitement and the sheer 
visual splendor of its source material. 
Truly, this is a game not even 
aficionados of animé could love, 
though they might want to look at 
all the pretty pictures. 
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By: Jeff Gerstmann 


ver since the Rock’Em 

Sock’Em Robots toy 

debuted way back in the 

‘70s, our culture has had a 

certain soft spot in its heart for 
robots that hit each other in the 
head. Gundam: The Battle Master 
is a very pretty 32-Bit video game 
take on RESM, but unfortunately 
the playability is about as basic. The mobile suits (another term 
for "mech") aren't all too agile and are saddled with nearly iden- 
tical moves, such as punch, kick, laser, sword and hover, and 
quite a few have mirrored special moves to boot. Though the 
graphics and animations are nice to look at, Gundam: The 
Battle Master is much too simple a fighter to make the U.S. cut. 









кани PUBLISHER DEVELOPER 


SONY BANDAI 





stats: 








ithout a doubt, a game 

with a name like this 

has to be a fairly 

strange import. Bastard!! 

is a first-person 3-D engine 
that crawls along even slower 
than King's Field (down to 
10fps at times) melding with a 
seemingly never-ending stream 
of Japanese text and a story that revolves around a 
hedonistic warlock by the name of Dark Schneider, 
who resides within a future where technology is extinct. 
(Sound like a comic book? It is.) On the plus side, 
Bastard!! carries a rather unique RPG combat system, 
wherein special attacks 
become available based on 
how the different members of 
the party are lined up, making 
them combine their powers 
with the abilities of the others. 
It's interesting, but there's 
no real focus to the game. 
Players end up simply 
milling about, fighting, 
and eventually snoring. 









PUBLISHER 
SETA 






ero Divide 2 is a 

sped up, graphi- 

cally trimmed 

down sequel to a 

game that was released 
among the first generation 
of Sony PlayStation titles, 
and which stood significant- 
ly taller than its peers. Ten 
different robots (and a few 
more hidden ones, making 
it several more than before) 
must once again battle it 
out tournament-style to decide the fate of a world 
threatened by a technologi- 
cal overlord: This time, it 
looks female. Zero Divide 
2's nice graphics and 60 
fps play are stunted by its 
uninspired fighting engine. 








PLAYERS PUBLISHER DEVELOPER 
1-2 ZOOM ZOOM 
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emember T*HQ's 32-Bit 

polygonal kickboxing 

title, K-1 The Arena 

Fighters? Well here's the 

latest model. This version has 
a new Training Mode to test out 
your moves, seven more real- 
life fighters rounding it out to a 
cast of 15 (each with his own spe- 
cialty move, such as Stan the Man's 
left and right hooks), secret charac- 
ters, improved graphics (better ani- 
mations, cleaner polygons and 
a trailer 
effect on 
fast moves) 
and more. If you're a true 
kickboxing fan and you loved 
the first K-1, then you should 
start writing some letters. 












PLAYERS 
1-2 


Bloody, 


By Glenn Rubenstein 






PUBLISHER ) |OEVELOPER 
XING ENTERTAINMENT 





loody Bride is an interest- 
ing mix of two popular 
Japanese gaming genres: 


dating simulations and role- 
playing games. You assume the 
role of the last vampire prince and 
must find a bride among the girls 
you go to high school with. To be able to know how to ask 
someone out on a date, you have to take advice from your 
female vamp friends. Then, to be able to get them to say 
yes, there's "training" to improve your charisma, appear- 
ance and the like. From there comes the actual dates, 
which require dealing with odd social situations like talking 
your way out of eating a cookie (something vampires 

aren't able to do). And all 








you know even the basics 
of the Japanese language, 
maybe kooky enough to 
consider shipping in. 






ii eee the while, you must stalk the 
> | E 8 4 night to keep your strength 
6 | - m | up. Crazy? Oh sure, and if 
ТЕЛ Е 





PUBLISHER 
ATLUS 


DEVELOPER 






PLAYERS 
1 





Cyberbots Fighters Impact 


By Jeff Gerstmann 


yberbots is another 

fighting game with 

Rock’Em Sock’Em 

Robots-style action, but 

since this one is by the folks 
at Capcom, it's significantly 
better and prettier than the 
rest. On the downside, it 
also feels a lot like many other similar 2-D Capcom 
fighters with special moves and supers galore, even 
though it utilizes a four-button instead of a six-button 
control system. 
Serious fans of the 
DarkStalker, Marvel 
and Street Fighter 
series may want to 
finish their Capcom 
gaming library by 
picking it up. Heck, 
it even has a robotic 
version of SF's Akuma 
hidden inside. 





PLAYERS PUBLISHER DEVELOPER 
stats: 


1-2 CAPCOM САРСОМ 














By Jeff Gerstmann 


ighter's Impact is an interesting fighting game 
that features lacklus- 
ter character design 

and some strange combo 
mechanics. All of a fighter's 
moves readily run together, 
and that means as long as 
different moves are execut- 
ed, the combo keeps going. 
If a duplicate move is per- 
formed, the character "overheats" and is stunned for 
a brief moment, and therefore ends the combo. But 
as long as you can keep mixing it up and using differ- 
ent techniques, it's very possible to run strings of 15- 
20 moves. Another interesting 
side note is the "Style Select," 
which you choose before each 
fight. Each fighter (with only two. 
exceptions) has three different 
styles, each of which consti- 
tutes an entirely different 
costume and set of moves. 


PUBLISHER 











ave for a new cine- 

matic introduction, 

Final Fantasy IV for 

the PlayStation is an 

exact port of the 1991 
Super Famicom game 
(which came out in the U.S. 
in edited form as Final 
Fantasy Il for the SNES). 
Assuredly, this title is highly 
regarded as among the best 
in the series, but sadly the 
graphics and sound seem 
deficient when running on a 32-Bit system. If the 
company had compiled 
the first three or four 
FF games onto disc, 
then it would've easily 
been a must-have. 





PUBLISHER DEVELOPER 














stats: 


_By Jeff Gerstmann 


suka 120% Excellent: 
Burning Festival is about 
as quirky as import dames 
get. This all-girl fighting game is 
set in a high school, with each 
character and background repre- 
senting a different school club (such as chemistry, vol- 
leyball, tennis, gymnastics, biology and so on). The spe- 
cial moves follow this theme as well, so tennis players 
hit tennis balls at opponents, the biology student fights 
with her frog in tow and on down the line. Though its 
specials are easy to execute and its graphics are far 
below par, the title retains a certain crazy charm. For 
instance, nearly every move achieves multiple hits, 
though if characters punch or 
kick at the same time, they're 
countered and made to stop. 
Even though it's not necessari- 
ly something we'd recommend 
you spend money on, we have 
to admit we hold a grudging 
respect for it. 
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By Jeff Gerstmann 





oukon Retsuden 2 is the sequel to the polygo- 
nal PlayStation grappler Activision released in 
the U.S. as Power Move Pro Wrestling. While 
the company bagged on bringing 
out this follow-up, it's nonethe- 
less one of the best and most 
realistic wrestling games to date. 
Though the game text is all in 
Japanese, the control is a bit 
stiff, and the play mechanics 


ega Man's 

clearly tired of 

having to run 

around every- 

where, so he's turned 
his dog, Rush, into a 
car and has taken him 
down to the track. 
Choose from a cast 





of classic Mega Man take some getting used to, the 
(called Rockman in Japan) characters—such as title is a lot of fun to play once you get going. And the 
Protoman, Ice Man and Guts Man—then select a graphics are among the top of 

track and a corresponding opponent. If after racing its genre. The only reason that 

five laps you win, you get to take a part off the track- wrestling fans might not want to 

owner's car. Some of these parts are useless, but start demanding a U.S. release 

a few can make your car nearly unstoppable. The is that Toukon Retsuden 3 is 

ultimate object of the game is to strip all your oppo- coming up fast. Hopefully the 

nents' cars clean, as though you were running a third time will be even more 

virtual chop shop. Originally planned for U.S. charming, and the minor 

release, the game has been in limbo and Capcom grievances we had with TR2 

is undecided about its future. will be ironed out. We'll keep 





you informed. 


PLAYERS PUBLISHER DEVELOPER a PUBLISHER DEVELOPER 


1-2 CAPCOM CAPCOM T YUKE’S 














8 
j Thal 2 
= 
(74) By Jeff Gerstmann 
Fl hether or not you've ever seen a obal 2 does exactly what a sequel should do— 
US Japanese Gamera monster movie doesn't take all the best qualities of the fast-moving 
3 really matter. Gamera 2000 is a behind- original and make them better. While the basic 
c the-back shooter in which you assist a giant fighting engine is the 
© flying turtle in saving the world. Your vehicle varies same, the title is now more WM Um RUE 
= between a futuristic gunship and a Neo-Akira combo-oriented and every 
a motorcycle as you and your shelled friend take character has a fireball move 
= genetic monstrosities and alien invaders left and (although it steals a little of 
a right in Panzer Dragoon-style shooting action. your life, making the battles a 
a Perhaps best yet, playing the game in Family Mode little more strategic). Besides 
= will allow the second player to act as Gamera him- the fighting side, the RPG part 
S self. Excellent graphics, great gameplay, cheesy of the game has been expand- 
© ЕМУ sequences, the occasional giant monster апа ed as well, with more dun- 
the fact that it's nearly geons than before and an 
entirely in English entire town to explore. Perhaps most impressive is that 
make this a better every denizen of this world can be played in the tourna- 
contender for porting. ment after they're beaten, for over 200 characters in all 
A few U.S. companies (including the Squaresoft “mascot,” the Chocobo). If 
have expressed inter- there's any game that readers should want imported, 
est, but it appears the this is the one. SCEA has expressed that it currently 
big turtle will stay has no plans to bring it out here, and since Tobal No.1 
on the other side of supposedly sold poorly, SCEA probably never will. 
the Pacific. 
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SQUARE SOFT DREAM FACTORY 


VIRGIN DIGITAL FRONTIER 









Newman/Haas Racing. 


We’ve got racing in our blood. 
RALING 





PlayStation 





Officially licensed by PlayStation! 
Complete steering wheel, accelerator, brake and 
Stick shift system! 4-way D-pad plus 6 programmable 
digital action buttons. Incredible 270? wheel rotation. 


© 1997 Mad Catz Inc. Май Catz™ and the Mad Catz logo are trademarks of Mad Catz Inc. All other trademarks and/or registered trademarks are property of their respective owners. 
PlayStation?" and the PlayStation logo are trademarks of Sony Computer Entertainment America. Nintendo 64@ is a registered шын of Nintendo of Americ 





Sometimes, to achieve perfect control, you've got to get a little out of control. za 
We at Team Mad Catz take pride in going the distance for you and your game. у 
You want perfect replication of the high-speed driving experience. We got it. 
The real wheel — for PlayStation, Saturn and Nintendo 64. By any means necessary M 
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riginally slated for a March 
1997 release, the long- 
awaited sequel to one of the 
best-selling PlayStation games 
of all time is finally here! Was 
Resident Evil 2 worth the wait? 
Absolutely, unequivocally yes! 
hose of you who read ОРМ January 
cover story are well aware of the reason 
behind RE2’s numerous delays; close 
to 65 percent finished with what 
was intended to be Resident 
Evil's sequel, producer Shinji 
Mikami decided to pull the 
plug, because the game 
played too similarly to the 
original. In terms of workload, 
Mikami recently remarked to 
the Japanese press, develop- 
ing Resident Evil 2 after 
abandoning the 65 percent 
complete game was “like 
making 3 after 2.” When 
playing RE2, one gets exactly 
the same impression; the 











EVIL 2 


graphics, voice acting, story and overall 
presentation are so superior to the 
original, it's more like playing Resident 
Evil 3 than 2! 

When beginning a game as either rookie 
cop Leon Kennedy or Claire Redfield, the 
sister of RE1's Chris Redfield, the first 
thing you'll notice is the B-grade live-action 
opening of RE1 has been replaced with a 
CG animated movie. Close to four minutes 














Official U.S. PlayStation Magazine 
ratings at a glance 


THE COLOR 
SCHEMES 


BELOW ARE USED IN THE 
PREVIEWS AND REVIEWS 
SECTIONS TO INDICATE THE 
GAME'S GENRE: 


eSports/Racing 
ePlatform 


eAction/Adventure 





THE RATING 
SYSTEM 


Excellent. A musthave game. 












Very good. Well worth your time. 


өөө) 


Good. Its flaws can be overlooked. 


1.900 


Below average, but not awful. 


90000 


Almost offensive in its badness. 

















in length, the cinema easily is Capcom's 
most ambitious to date, although it can't 
quite match the photo-realism of Namco's 
best efforts. (Inanimate objects like cars 
and guns look fantastic, but Claire's and 
Leon's skin has a rubberlike appearance.) 
Although the pair start out together, they 
quickly become separated and begin 
pursuing their own goals. Fresh out of the 
academy, Leon quickly goes into protect- 
and-serve mode rather than the more logi- 
cal (albeit more cowardly) getthe-heck-out- 
ofDodge mode and begins searching for 
survivors. Claire's interests, in contrast, 
are more self-serving; she just wants to 
find out what happened to her brother. 
If you haven't guessed already, the two 
discover the insidious bioengineering 
company Umbrella is up to its old tricks 
and apparently is responsible for the latest 


zombie epidemic. The fate of more than 
one Midwestern town may hang in the 


balance if Claire and Leon don't find some 
answers fast. 

After the success of Tomb Raider, many 
wondered if Resident Evil 2 would make a 
move toward true 3-D, but such was not 
the case. You still have polygonal 













RESIDENT EVIL 2/5 MOVIE- 
CALIBER STORY, FILLED 
WITH BETRAYAL, LOSS 

AND REDEMPTION, IS LIGHT- 

YEARS AHEAD OF ITS 

CELEBRATE PREDECESSOR. 


characters moving 

about static, preren- 

dered backgrounds, 

which is something of 

a double-edged 

sword. The backgrounds are incredibly 
detailed, while the fixed cameras give 
RE2 a very cinematic look. All of this 
detail comes at a price, however; you still 
have to endure frequent disc access and 
the occasionally awkward camera angle. 


- RESIDENT EVI 


#2)PlayStation 


to the original, it’s more 
Resident Evil 3 than 2!” 


Also, the prerendered backgrounds still 
make it difficult to know which elements 
you can and can't interact with. These 
shortcomings apparently didn't bother 
the 2.8 million people who purchased 
RE1, and it probably won't deter anybody 
from buying RE2, but you should at least 
be forewarned that Capcom did little 

to remedy these weaknesses. (RE2's 
voice acting and translations, however, 
are lightyears ahead of its predecessor, 
which was universally slammed in 

these categories.) 

Besides the game's awesome new 
Zapping System (see sidebar), RE2 plays 
remarkably similarly to the original. You 
basically run around searching for keys 
and solving minor puzzles to gain new 
items and access to new areas. While 


the emphasis of Resident Evil 2 is rightfully 
placed on action, Capcom could have 
made the puzzles a little bit harder. Here's 
just one example of an RE2 "puzzle": The 
inscription at the base of a statue reads, 
“To obtain the key to open your heart, l'Il 
wait for the Unicorn, the beautiful beast." 
Inserting the Unicorn Medal into the stat- 
ue's convenient circular slot yields—you 
guessed it— the Heart Key! Not exactly 
Riven, is it? 

To quibble over RE2's simplistic puzzles, 
however, is to miss the point of the game 
entirely. The point of the game is to create 
a cinematic, blood-drenched adventure that 
scares the pants off you, and RE2 
achieves this so brilliantly its other short- 
comings can easily be overlooked. As in 
the original, the real challenge of RE2 is 
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PlayStation 


Although gamers had the option 
of playing as either Chris 
Redfield or Jill Valentine in the 
original Resident Evil, the two 
quests played like separate 
games and didn’t overlap much. 
In contrast, Leon’s and Claire’s 
actions in Resident Evil 2 direct- 
ly affect one another. For exam- 
ple, If you remove the sidepack 
and machine gun from a certain 
storage locker when playing 
through the game a first time as 
Leon, the items won’t be there 
when Claire opens the locker. 
Additionally, a computer-con- 
trolled lock in the Umbrella lab 
requires the fingerprints of both 
Leon and Claire to open. If you 
forget to register your fingerprint 
when playing as Leon, Claire will 
be unable to open the door. 

You also get to witness events 
from each character’s perspec- 
tive. Playing through the game 
the first time, you come across 
the wreckage of a downed heli- 
copter on the roof. During your 
second trip through Resident 
Evil 2, you actually get to see 
the chopper crash. 






































Resident Evil 2 continued 


rationing your ammo and game saves. If you 
shoot at anything that moves and save every 
time you find a typewriter ribbon, you simply 
won't get very far. It's far better to avoid conflict 
whenever possible and to save only after major 
plot events. 

Speaking of plot, RE2's is far better developed 
than its celebrated predecessor. This is particular- 
ly apparent in the relationships forged between 
the game's main characters—Leon and Claire— 
and their respective sub-characters—the beautiful 
but mysterious Ada Wong and Sherry Birkin, the 
12yearold daughter of 
Umbrella scientists Annette 
and William Birkin. Ada 
journeyed from Chicago to 
Raccoon City in search of her 
boyfriend, yet another Umbrella 
Scientist. (Is Raccoon City 
populated entirely by cops 
and scientists?) The chemistry 
between Leon and Ada is unde- 
niable, but will decisions made 
in Ada's past come back to 
haunt her? Like Newt in Aliens, 
the plucky Sherry manages to 
outlive nearly every adult citizen 
of Raccoon City—without the 
aid of weapons. She and Claire 
come to share a sort of 
Newt/Ripley surrogate daughter/mother relation- 
ship. (In addition to Aliens, RE2 borrows heavily 
from two other James Cameron films: Terminator 
and T2: Judgement Day. If George Romero was 
the spiritual father of the original Resident Evil, 
then Cameron is the proud papa of Resident Evil 
2. (I wonder if the third one will be set on a 
doomed ocean liner?) 

While | already touched on RE2's vastly superi- 
or voice acting, there is another reason you end 
up caring far more for RE2's characters: Jun 
Takeuchi's inspired character animation. Like 












master Disney animators, 
Takeuchi understands 
character movement is as 
important as dialogue in 
terms of characterization. One of the finest 
examples of Takeuchi's work in Resident Evil 2 

is Sherry. When lectured by an adult, Sherry folds 
her arms behind her back, looks down and ner- 
vously rocks back and forth on her heels. When 
left alone in a tense situation, she curls up into 

a ball until you return. Takeuchi-san, however, 
probably should exercise a little more restraint 
when animating adults, who tend to 
slash the air with broad arm gestures 
like hammy stage actors when speak- 
ing. This is most likely to compensate 
for the lack of lip-sync within the game 
and hopefully will be corrected in 
subsequent sequels. 

Ms. Masami Ueda also deserves 
Special recognition for her moody, 
atmospheric soundtrack. Her somber 
piano music, in particular, is almost 
certain to become a trademark of 
the series. 

In short, Resident Evil's edge-of-your- 
seat gameplay, improved graphics, 
compelling story and unique Zapping 
System more than make up for the 
game's few shortcom- 
ings. RE2 also is more frighten- 
ing than any recent horror movie. 
(I didn't so much as flinch during 
a recent screening of Scream 2, 





while RE2 practically made me Pros ы 
jump out of my chair.) Kudos to H 
Capcom for withholding this one Innovative Zapping System » 
until it truly surpassed the Dramatically improved graphics : 
original instead of rushing out Terrific story Ч 
а lackluster sequel just to make Truly chilling $ 
a buck. Truly refreshing. Ы 
—Gary Mollohan • 
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• Reduced yet annoying disc access 

* Overly simplistic puzzles 

* Having to check your back seat for 
zombies after playing until 12:40 a. 
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RE2's UNDEAD CAN BE 
BURNT, DECAPITATED OR 
BLOWN IN HALF. 
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give you 














Crofts № = 


whole гҹ 
story? 


€ This special publication takes you deeper into 
the world of the digital heroine more than 
anything else before it. We offer huge and 
easy-to-use strategy sections to Tomb Raider and 
Tomb Raider Il, in addition to a revealing look at the 
woman who personifies video games this year, 
Lara Croft! 




























dress 
for 
€ We went to England to visit Lara's success 
creators at Core Design to get the inside and 
final word on her creation and meteoric rise to 


the top! 


€ Find out what the future has in store for Lara and ponder 
as we did who could play her IF 

Hollywood decides the world needs a Tomb Raider movie 
starring Lara Croft. 


9 cet the inside word from the witch doctors at 3DFX about 
the upcoming Voodoo? PC accelerator card. Read what they 
have to say about Lara and her rise to fame on the PC. 


3Dfx 
makes lara 
cooler, baby 


"si. THE OFFICIAL LARA CROFT COLLECTOR'S MAGAZINE! ¢ 
E VTS IL UO 





Look for Lara’s Official Collector's 
Magazine on Newsstands Everywhere! 


Find one fore sure at: Kmart, Wal-Mart, Electronics Boutique, 


Waldenbooks, Target, Borders, Crown Books, Barnes & Noble 
Licensed by Eidos Interactive PLC 
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've never been able to under- 
stand what it was about Myst 
that left gamers so dramatical- 
ly polarized. Some respected 
game publications would hail it as 
the greatest game ever made, and yet it 
found its way to the "Worst Of..." lists of 
other, equally respected publications. 
Some people said it was too hard; others, 
too easy. Personally, | enjoyed the game 
immensely, and if you think that 
might color this review, well, 
consider yourself warned. 
For those not familiar with 
its predecessor, Riven is an 
adventure game in the classic, 
old-school PC style, complex 
and cerebral—which is to say, 
almost entirely lacking in any 
sort of action whatsoever. The 
player views its large, detailed 
world from a first-person per- 
spective, almost as if looking 
at a series of photographs. 
Navigation and exploration is 











RIVEN 


THE SEQUEL TO MYST 


performed by pointing the cursor in a 
direction or at an item of interest, at which 
point the perspective shifts (either abruptly 
or with the occasional full-motion anima- 
tion transition) to the desired location. The 
meat of the game consists of a series of 
puzzles incorporating mechanical devices 
with visual or sound cues; the puzzles 
must be worked through in order to find 
your way through the game's five large 























areas. There's no inventory screen to 
mess around with; all the puzzle elements 
are self-contained. There isn't even much 
of a story to begin with; you pretty much 
have to figure your objectives out as you 
go along. 

It doesn't sound like the most exciting 
experience, but excitement—at least, 
the adrenaline-fueled kind of excitement— 
isn't what the developers were going for. 
Rather, they wanted to create a world 
that the gamer is swept into, a 
realistic, involving universe that 
seems more like a living place than a 
bit of diversionary entertainment. 

And they succeeded. 

The graphics are stunningly photore- 
alistic, from the sweeping landscapes 
to the smallest elements of the 
5ате’з many mechanical constructs. 


The use of realistic textures, in particular, 
helps give the game a believable look that 
the largely artificiaHooking Myst lacked. 
The sound adds equally to the engross- 
ing experience; the generous use of 
stereo helps make the impressive sound 
effects particularly realistic. In the manual, 
the designers write "for goodness sake, 












EACH ELEMENT IN RIVEN'S 
ENVIRONMENT IS RENDERED IN 
PAINSTAKING DETAIL, DOWN TO 

THE SPOTS OF RUST ON AN 
IRON RAILING OR THE REALISTIC 
TEXTURE ON A FACE OF ROCK. 


use a pair of headphones!" They're 
not kidding. 

The story, once it truly begins to 
unfold, is complex, personal and 
involving. But the most impressive 
feature of Riven is the way in which it 
integrates the game's puzzles into the 
Story. In Myst, the puzzles were primari- 
ly there for puzzles' sake, and didn't 
have much to do with the rest of the 
£ame. In Riven, it's much rarer to 
come upon a puzzle and say, "Aha, a 
puzzle." It's much more likely to won- 
der, *Now, how can I get that damn 
door open?" Each puzzle seems to 
have a purpose, which aids the sus- 
pension of disbelief considerably. 

Riven is not without its flaws; graph- 
ic quality deteriorates significantly 
during FMA sequences and when a 


outstanding adventure, 
Myst in every way." 


moving element is over- 

layed on a static back- 

ground. The occasional 

sound hiccup or loading 

pause can break things up 

a bit, as can switching 

between the game's five 

discs (I want DVD!). And 

as with any puzzle-oriented 

game, it's easy to get frus- 

trated when you can't find 

a quick solution to a prob- 

lem. But all in all, Riven is 

an outstanding adventure, 

superior to Myst in every way. It's not 
one for Doon+heads or action fanatics, 
but it is an excellent choice for anyone 
looking for a new world to get lost in. 
—Joe Rybicki 
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box score 


Beautiful graphics 

Top-notch sound 

Complex, involving story 
Challenging (yet sensible) puzzles 





* Some glitches mar the great graphics 
and sound 
Switching between five discs 
gets tedious 
* Some puzzles can be frustrating 
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Platform 


SKULLMONKEYS 


Take a healthy dose of off-beat humor. Add clay. Mix vigorously. 


BAD man fell from the sky...” 
So begins one of the most 
unusual platformers to date. 
Skullmonkeys, developed by 
DreamWorks Interactive and The 

Neverhood, follows the adventures of 
Klaymen, hero of the unorthodox PC 
adventure The Neverhood, as he tries to 
save his home world, The Neverhood, from 
the diabolical clutches of the evil Klogg 
(the aforementioned bad man). To 
do so, he must run, jump and 
bounce his way through over 
90 different platform levels 
populated by Klogg’s minions, 
the Skullmonkeys, and other 
assorted baddies. 

Sounds pretty standard, 
right? At its heart, Skull- 
monkeys is indeed a straight- 
forward platformer. A few 
extremely unusual power-ups 
and abilities spice things up 
a bit, but the fundamental 
gameplay is pure and simple. 








So what makes Skullmonkeys so 
unusual? Clay. Lots of clay. See, all of the 
characters and the majority of the environ- 
ment are created and animated with the 


use of clay and stop-motion photography, а 


process seen in popular shows like, say, 
Gumby. This—combined with the offbeat 
humor of The Neverhood (the developers, 
that is)—gives the game such a unique 
and entertaining style that it's a pleasure 




















THE DEVELOPERS' DECISION TO 
ALLOW INFINITE CONTINUES MEANS 
YOU CAN BE AS RECKLESS AS YOU 

WANT TO BE, PERFECTLY CAPTURING 

THE WACKY SPIRIT OF THE GAME. 





to simply sit and watch. The mult-leveled 
worlds are as richly detailed as the charac- 
ters, making Skullmonkeys one of the 
most visually stimulating games to come 
along in quite some time. 

Now, I'd be the last person to claim 
that graphics are more important than 
gameplay. But all else being equal, 
truly exceptional graphics can make the 
difference between a good game and 
a great one. Skullmonkeys may be 
just such a case. 

You wouldn't see me raving so 
much about the graphics in this game 
if the gameplay were not as solid as it 
is (check out our review of The Lost 
World if you want proof). True, it's not 
quite as extraordinary as the graphics, 
but Skullmonkeys does enjoy some 
unusual elements which help set it 


“Опе of the 
games to come 














above the norm. Take, for example, the 
utterly bizarre collection of power-ups, like 
the Hamster Shield (three floating ham- 
Sters which spin around Klaymen, protect- 
ing him from attacks) or the Universe 
Enema (a “smart bomb” which destroys 
every enemy on the screen while beefing 
Klaymen up to look like Thor). But perhaps 
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WHENEVER HE BOUNCES THREE 
TIMES IN A ROW (HE CAN 
BOUNCE INDEFINITELY ON ANY 
OF THESE CHECKPOINTS), 
KLAYMEN CLICKS HIS HEELS 
TOGETHER AND YELLS “WHEE!” 


the most innovative power-up is the 
Phart Head, which creates a gaseous 
pseudo-Klaymen which can be sent 
ahead to scout out the terrain and 
even take care of a few enemies. If 
Phart-Head Klaymen gets hit, control 
reverts to the real Klaymen, frozen 


in his original position. But if Phart- 
Head Klaymen survives for a certain 
amount of time without taking any 
damage, the real Klaymen takes over, 
making a significant amount of 
headway (pardon the pun) fro 

his previous position. 

The more fundamental elements of 
platform play are all present and prop- 
erly implemented, as well; control is 
quick and precise, enemies are plenti- 
ful but not impossible to beat (although 
| have to say that the Bosses seem 


most visually stimulating 


along in quite some time." 


strangely easy), and 

the levels are large and 

plentiful. The levels could 

certainly use a bit more 

variety, but the game as 

a whole seems pretty 

well-balanced; whenever | 

found myself nearing the 

point of frustration or a 

feeling of monotony, | 

reached a new area soon 

after. This gives the game 

a hyper pace—which is 

just exactly right, consider- 

ing the huge number of levels. 
Whether you're a platform veteran or 

not, you will find something to enjoy in 

this game. Skullmonkeys is a must- 

have for any fan of the truly unusual. 

—Joe Rybicki 
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box score 


Amazing, unusual graphics 

Good, solid platform gameplay 
Unusual power-ups, etc. 

The best game music I’ve ever heard 





Some levels tend to get monotonous 
Bosses are way too easy to beat 
Most levels are pretty dark 


Official 
0.5. 


PlayStation . 
Magazine Rating 








March 1998 


Magazine (8) 





Official U.S. GENS е 












ast seen under the name 
"Beastorizer" on American 
soil, Bloody Roar was 

renamed by Sony to 





reflect its original Japanese title. 


In comparison to other fighting titles, 
Bloody Roar has a unique type of 
gameplay, but by dissecting the 
game's innards it's possible to discern 
various features that other games 
share. A good way to describe 
its elements is to take con- 
cepts from Sega hits Altered 
Beast and Fighting Vipers. 

If you are not familiar with 
Altered Beast, it is game 
where you can transform your 
character into a beast to gain 
special abilities. In Bloody 
Roar's case, morphing into 
an animal is the norm, and 
the new abilities you gain 
consist of additional moves 
and combos. The fighting 
scenario is comparable to 






LOODY 


ROAR 


Fighting Vipers whereby you fight in a 
confined arena surrounded by either 
steel fences or walls. You can also break 
through the fences if you defeat your 
opponent by propelling him or her against 
the barrier. Sounds similar, doesn’t it? 
Controls are very easy and simple, 
good for beginners. You have the standard 
punch and kick buttons, plus the rave and 
beast buttons (which | will explain later). 
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Most combos for fighting games are 
&enerally challenging, but not for Bloody 
Roar. Some of the moves require only one 
button to be pressed several times to initi- 
ate five continuous attacks, which in the 
end only counts as a two-hit combo. 
Remember Soul Blade, where you could 
press the same button a few times and 
come out with a series of combo attacks? 
This is much like that; that's why it's so 
simple. Beginner players will have a 
blast playing this game, but the lack 
of challenge will keep seasoned 
players away. Veteran players prefer 
the challenge of learning combos and 
moves instead of defeating the game 
in one sitting. But you can chain 
combos to produce a multi-hit combo, 
which can make up for the lack of 
challenge in pulling off a single 


combo; in the end, the combo system 
has its pluses and minuses. 

Feeling a bit wild? Want to see the 
animal side in you? Transformation from 
human to beast can only be achieved if 
the Beast Bar is ready. In beast form more 
moves will be available to you. If you 
happen to sustain major blows from your 
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LEARNING YOUR COMBOS AND 
BASIC MOVES WILL HELP YOU 
TAKE OUT THIS END-Boss. BY 
THE WAY, SHE TRANSFORMS, TOO. 


opponent you will turn back to your 
original human form. To regain the 
beast form you have to build up the 
Beast Bar again by means of attacking 
your opponent. The purpose of your 
animal side is to give you more power 
in your attacks. If you happen to be in 
a desperate situation turn on the Rave 
feature which in turn increases your 
character's speed and power. This 

is only possible in beast form. 

The counters and throw recoveries 
add another dimension to each 
fighter's skills. Counters are self- 
explanatory: Block your opponent's 
attack and in return deliver a damag- 
ing attack toward your opponent. 
Throw recoveries are a plus. You can 
recover in midair from throws, and if 
your opponent happens to propel you 


bit wild and wanting 
animal side in you?" 
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skyward to air juggle your 
butt, you can break out of 
it and land on your feet. 

The look of the game is 
decent. Backgrounds are 
average and could use 
some work, but what will 
impress you are the ani- 
mations of the characters. 
The animation as a whole 
is fairly smooth and clean. 
The moves are fantastic 
and if you are able to link 
the combos it is amazing 
to watch. 

At first, | was hesitant to play Bloody 
Roar because of its concept, but after 
a few test runs it becomes clear that 
it’s actually one of the better fighting 
games around. 

—Dindo Perez 
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* You can link combos to produce 
multihit combinations 

* Great animations 

* Good controls 


* Needs more challenging moves 
for veteran players 

* Too easy to beat 

* Needs more characters 
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+ The fastest killing machines in the world. 
+ 45 lethal missions. 

+ Huge 3-0 worlds. 

* Customizable weapons and armor. 

+ One- or two-player combat. 

+ It's enough to excite any would-be assassin. 
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Light-hearted shooting 

















oint Blank, the latest arcade conversion from hitmaking 

juggernaut Namco, delivers the sort of gaming experience 

that has been sorely absent on PlayStation until now: a 

£un game that uses the latest technology, namely Namco's 

hyper-accurate Guncon, while harkening back to whimsical Nintendo 
hits of yesteryear, such as Duck Hunt and Hogan's Alley. Point 
Blank demonstrates that a gun game can be fun and challenging 
without polygonal graphics or buckets of blood. 

Rather than requiring the player to blast through a long, complicat- 
ed mission, Point Blank is a collection of challenging mini-games. 
Among other tasks, you must shoot a falling leaf with a single bullet, 
protect a comical explorer from leaping 
piranhas, blast apart leaping skeletons, 
Shoot a series of numbers in sequential 
order and protect the Earth from aster- 
oids. The most "violent" missions 
require you to shoot Hogan's Alley-style 
cardboard cutouts of thugs or ninjas, 
and there's nary a drop of blood to 
be seen. 

Point Blank has just enough variety to 
keep the player from getting bored. 
There's even a Quest Mode that allows 
the gamer to help a pair of bumbling 
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Point Blank may lack the white-knuckled excitement The accuracy of Guncon 
and compelling story of Namco's most recent gun title, 
Time Crisis, but it will make you reach for your Guncon 


explorers find a hidden treasure and an Arrange Mode that gives the player Ч 
the opportunity to unlock new minigames. What's more, Y 

Point Blank is one of the best two-player gun games Loads of variety Б 

of all time. Bust this one out at a party, and even Great Two-player Mode Ч 

nongamers will be begging for a try. Simple but addictive gameplay 2 

. 
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again and again, confi- 

dent you do a little Cons 

better than last time— e Wildly varying difficulty 
a hallmark of any Grating music 


good game. 

On the down side, 
disc access slows down 
the action a bit, and 
each minigame Official 
frequently is either way too 


US. 0 
easy or way too hard, with little PlayStation gw) Pd 
in between. шы R а ti ng 


Anyone who likes light gun or 


e incompatible with any light gun 
other than Guncon 


sossossosososososoosoo 


simple, lighthearted games real- 
hnitan ly can't go wrong with this one. 
—Gary Mollohan 
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Enter the “two and three-quarters” dimension 


S you've probably noticed by looking at this month's collec- 
tion of reviews, there’s a surprising number of new games 
out which are designed with younger gamers in mind. 
What's even more surprising is that a significant percentage 
of those are equally enjoyable for adult gamers who have had 
enough of the violent action titles which have dominated the market 
over the past few years. Klonoa is just such a game, a refreshing 
departure from the depressing norm, which also happens to 
pack a solid, innovative platform engine under its colorful exterior. 
Players take the role of Klonoa, a furry little creature with a 
spirit for adventure, as he travels through a cartoonish world on 
a standard platform-style quest. The 
game uses a “two-and-ahalfD” engine 
similar to the one Pandemonium! made 
famous, with a few added, er, dimen- 
sions: First, the levels are noticeably 
more complex, with loads of corkscrew 
turns and multileveled areas; and sec- 
ondly, the engine actually uses the third 
dimension much more frequently, often 
allowing players to chose between sever- 
al different branching pathways and also 
giving Klonoa the ability to throw items 
into the foreground or background. The end 
result is that the levels, even while restricting the player to a single path at 
any one time, appear much more non-linear than other 





platformers of this type. * Intricate level design 

The graphics are simple, but quite good; the frequent * More depth than similar platformers 
use of flat-shaded polygons gives the game a clean look • Nice, clean graphics 
that is refreshing in comparison to some texture-heavy * Simple, addictive play 


titles, a look which bears resemblance to games like 
Тора! No.1 or Colony Wars. It also allows the game to 


move along at a nice, Cons 


smooth (if frantic) pace. 


The game is complex * The complex levels can get confusing 


enough to be challeng- * Some may not like cutesy graphics 
ing, yet fastmoving 


enough to be addictive. 
The ability to pick up dif- 
ferent enemies, some 

of which give Klonoa Official 


V.S. 0 

special abilities, adds further PI St t 

variety to the platform formula. ay a lon а 
This is a perfect platformer for cee Rating 


young gamers, and equally good 












for adults who can look past the 
cutesy exterior. It’s just plain fun. 
—Joe Rybicki 


Ts there really а Moon Kingdom? 











The streets 





he formula of adding weapons to 
cars and setting them loose on 
each other may be wearing a bit 
thin, but EA manages to squeeze it 
for at least one more worthwhile game 
with Auto Destruct. 

Players scream around the streets of 
major U.S. cities in a souped-up car while 
working to eliminate a terrorist organization 
that's been, well, terrorizing innocent people. 
The game consists of an impressive number 
of short missions 
with objectives 
ranging from trans- 
porting dignitaries 
to stealing high- 
tech weapons. Of 
course, you'll also 
have to take out a 
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The 


п ап attempt to capitalize on the 
popularity of the Olympic Games, 
Konami has released Nagano 
Winter Olympics '98. They 
included all the major events, all the 
statistics on the different arenas and staging 
areas, and all the participating countries; but 
they left one thing out: fun. 

Some of the events are more entertaining 
than others. For example, the speed skating 
events can be quite exciting with their down- 
tothe-wire photo finishes, and curling is an 
event that held a 
strange attraction for 
me, personally. But 
give the slalom skiing, 
bobsled or snow- 
boarding a try and 
you'll wonder what the 
heck the developers 
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a whole lot meaner 







few terrorists with 
your vehicle's guns, 
lasers, missiles, 
mines and so on. 
The missions 
are fastpaced and 
action-packed; you even 
&et to jump your car over a few 
ramps and perform other death- 
defying stunts. The controls are 
acceptable with the D-pad 
(although much more satisfactory le 
with the analog stick), and the graphics, 
although nothing to write home about, do the 
job adequately. There's not much that's truly 
outstanding about Auto Destruct, but there's 
not much to complain about, either. It's 
worth a look, at least. 
—Joe Rybicki 


# ® Quick, simple, fast- 
Я moving missions 
* Responsive controls 


• Somewhat blocky graphics 
• The city streets get repetitive 
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were thinking. These three in 
particular are so ridiculously 
sluggish that one wonders if 
the designers, in preparing for 
this game, accidentally 
watched the events 

in slow-motion. 

Still, there are plenty 
of folks who really get 
into the Olympics; if 
you're one of those, 
you may enjoy Nagano 
for its statistical side 
and attention to detail. 
But for the rest of you 
who might be looking to participate in some 
way in the excitement of the Olympics—as 
opposed to the statistics—you're better off 
watching them on television. 

—Joe Rybicki 


box score 


* It sort of works as a simulation 
* The animations are decent 







• It’s just too damned slow 
e Some graphics are laughable 
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One wicked “weasel” kids are sure to love 


Ithough Punky Skunk's ESRB rating reads “Kids to Adults,” 
this game is aimed squarely at the youngest of gamers. 
Viewed in such a light, Punky Skunk actually is pretty good. 
Punky Skunk’s inventor friend has been kidnapped by a 
gang of opossums (at least | think they're opossums), and it's up to 
Punky to free him. In addition to the one weapon nature generously 
provides skunks (you know the one | mean), Punky will need to 
employ a variety of vehicles and devices—including a parachute, 
a snowboard, a pogo stick and digging claws—to rescue his friend. 
Each apparatus adds a new play mechanic for kids to experiment 
with. The parachute, for instance, allows Punky to ride Pilot 
Wings-inspired thermals to sail to new 
heights, while the digging claws allow the 
intrepid skunk to do a little Dig Dugstyle 
tunneling. You can even drop boulders 
on enemies. 
A variety of unique minigames, 
which test kids’ matching, dexterity 
and problem-solving skills, can be found 
between levels. In one such game, 
Punky sits on a television game show " 
set while attempting to match cartoon : Е: 5 f 
animal heads that flash on the screen in 
front of him. In another, Punky must simul- р 
taneously light four редарромегеа light bulbs in an allotted time. Pros S О X S С О Г е 


In addition to the minigames, frequent Boss encoun- 
ters introduce all-new challenges Punky (and the player) e Ideally suited for kids 
must face. * Colorful graphics 

Kids undoubtedly will be drawn to Punky Skunk's * Varied play mechanics 


bright, colorful gaphics and shouldn't be intimidated 
by the game's tried-and-true 2-0, side-scrolling gameplay. 
Health power-ups and extra lives are plentiful, and there 
are plenty of secrets 
for inventive children 
to discover. 
If you have a younger 
sibling or a child who 
shows an interest in 
your PlayStation but 
can't handle the com- 
plexities of nonlinear, Official 


Li 
3-0 gaming, Punky Skunk might РІ St Е 
be the game for them. You тау ay а lon m 
even be surprised to find your- steal Rating 


self reaching for the controller 


* Unique mini-games 


Cons 


* |f you're over 8 or 9 years old, 
don't even think of buying this one 
for yourself 









to give the game a try. 
—Gary Mollohan 
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Children of the Atom was supposed to be released for the 
PlayStation at the same time the Saturn version was 
released in stores. Unfortunately, due to continuous delays 
this version is now two years behind its supposed release date. Due 
to its presentday appearance, this title can be easily labeled as a 
game that belongs in the PlayStation archives. 

Derived from the Street Fighter family, the gameplay is similar in 
terms of its fighting mechanics and overall look of the game. You 
have the traditional 2-D environment where you can move your 
character left and right, facing your opponent. Action is comparable 
to SF, but much faster, which I believe is 
too fast and jerky. You tend to lose your 
position while flying chaotically in midair. 

As you may already know, all charac- 
ters are from the Х-Меп comic books, 
which you can recognize when choosing 
one of the 10 playable characters. There 
are also several Bosses that you have 
to defeat in order to finish the game. 

Fighting tactics are quite simple. 

You have the basic punches, kicks and 
projectiles, in addition to your super com- 
bos. What disappoints me in this category 
is that you don't have a variety of attacks and combos for each player. 
Additionally, fighting is not balanced. Most of the time 
EACH CHARACTER HAS — you resort to only using super moves. You always end 
HIS OR HER UNIQUE up trying to increase your Power Bar so that you can 
AND DEADLY SUPER initiate a super move. Furthermore, the game hardly 
MOVE. WITH SF-STYLE requires strategy. You can practically use one move to 

FIREBALL OR DRAGON- win match after match. 
PUNCH MOTIONS MOST [f| could go back two years and play this game, | 

OF THESE SUPER 7 would consider the 
MOVES ARE TOO EASY. graphics to be very Cons 

&ood. But in the present 

time, it's disappointing 
to look at. | can't see 
how this title can 
compete with 
the rest of today's 
fighting games. 
While lots of things have been 
said about its lateness, this PS 
version deserves a look if you 
are a newbie or a traditional 
Street Fighter fan; but all in all, it 
would have been better to put 
this game to rest. R.I.P. 
—Dindo Perez 


| never knew Acclaim studied archeology...now | know. ХМеп: 




















PlayStation AE 


Magazine \ 































Issue #1- 15 
October 1997 


Ghost in the Shell Feature 
Final Fantasy VII Strategy 


Demo Disc includes: 
playables: Intelligent Qube, PaRappa the 
Rapper, Ace Combat 2, Fighting Force 
non-playables: Tomb Raider 2, 

NFL GameDay 98 


Issue #2- °10 
November 1997 


PaRappa the Rapper Feature 
Bushido Blade Strategy 


Demo Disc includes: 
playables: Crash Bandicoot 2, Croc, 
Armored Core, Madden NFL 98, 
Cool Boarders 2, Colony Wars 
non-playables: NHL FaceOff 98, 
Ghost in the Shell 


Issue #3- *10 
December 1997 


Ultimate PlayStation Setup 
Cool Boarders Strategy 


Demo Disc includes: 
playables: Bushido Blade, Vs., Star Wars: 
Masters of Teras Kasi, Jet Moto 2, 
Cardinal Syn, Ghost in the Shell, Moto 
Racer, Test Drive 4 
non-playable: One 














































Each issue is bursting with 
previews and reviews of the 
hottest games as well as the 
most in-depth and comprehensive 
game strategies available in a 
magazine. There's lots of cheat 
codes as well! 

To order, simply check off which 
magazines you want and send in 
the order form (photocopies 
accepted) along with a check 
made payable to: 

Ziff-Davis, Inc. 


айоп 
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Add $2 for shipping and 
handling on each magazine! 













Issue #4- *10 
January 1998 


Resident Evil 2 Feature 
Tomb Raider 2 Strategy 


Demo Disc includes: 
playables: NFL GameDay 98, 
CART World Series, Frogger 

non-playables: Spawn, Final Fantasy 

Tactics, Pandemonium 2, Gex 2 


Issue #5- 510 
February 1998 


Dead or Alive Feature 
1997 OPM Editors Awards 


Demo Disc includes: 
playables: NCAA GameBreaker 98, 
Tomb Raider 2, Command & Conquer: 
Red Alert, Crime Killer 
non-playables: Pitfall 3D, Resident 
Evil 2, Vigilante 8, Monster Rancher 


Orders should be mailed to: 
Ziff-Davis, Inc. 

Back Issues 

1920 Highland Avenue, #222 
Lombard, IL 60148 
























The sequel to Namco's hit 
game of airborne combat 
introduces advanced = 
enemy fighter plane artificial intelligence 
as well as a host of new missions. The 
challenge of racing down a narrow ravine 
under enemy radar is just one example 

of the overall increased difficulty from the 
original version. The option of using a wing- 
man offers assistance to those who have 


trouble flying the missions solo. With an 
array of distinct aircraft to earn, this is 
easily the PlayStation’s best game of 
airto-air fighter plane combat. 


ОРМ Rating 00000 






The latest installment in 
the venerable Castlevania 
series has been hailed by Ё 
many as the best game of 1997. Following 
the adventures of the halfvampire Alucard 
as he seeks to put an end to Dracula's 
influence once and for all, Castlevania 
offers some of the best platform/adven- 
ture/RPG action on any system. With an 
impressive assortment of enemies, items, 
magic spells and other goodies, the game 
allows players to equip Alucard with various 
weapons and armor to best suit his needs 
and the gamer's playing style. The possibili- 
ty of three separate endings adds a great 
deal of replayability—as if the superb 
graphics and haunting soundtrack aren't 
enough to keep gamers coming back for 
more. A musthave for any gamer. 


ОРМ Rating 900600 







Psygnosis’ game of space 
combat has wowed players 
and viewers alike from its 
earliest stages of development. Spiced 
with some of the greatest graphics of any 
PlayStation title yet, its gripping space saga 
is enhanced by great controls and a rela- 
tively non-linear story line. Players are able 
to pilot an entire arsenal of unique space- 
craft in an assortment of varied missions 
to help conduct a revolution against the 


a roundup of the more notable titles of the past few months 


threat of the oppressive empire. Its hair- 
trigger controls put most other games of 
space combat to shame. 


OPM Rating 90000 






Naughty Dog and Universal 
Interactive took criticisms of 
the first Crash Bandicoot to 
heart when designing the sequel. 
Implementing a more user-friendly, less 
linear level design, the designers send 
Crash careening through 25-plus levels as 
he tries to help his former enemy Dr. Neo 
Cortex save the world. At least, that’s 
Cortex’s plan...perhaps Crash has some- 
thing else in mind? In any event, the game 
enjoys some of the most technically profi- 
cient graphic design of any PlayStation title 
yet. An innovative, subtle mode of player 
assistance in a sense customizes the 
game to the player's skill. Still, the game 
retains the level of challenge from the first 
episode; this time around, it’s just more 
honest. An all-around great platformer. 


OPM Rating 60606060 
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The man that redefined the 
3D corridor shooter has 
brought his bad self to the 


& PlayStation! + 


recap pick of the 


Micro Machines V3 





Duke Nukem: Total Meltdown 


PlayStation at last. The level design and 
tough humor are the highlights here; 
Duke's one-liners give the game a person- 
ality that many other titles in the genre 
lack. The game retains its controversial 
themes, including scantily clad women and 
some surprisingly harsh language (for a 
console, anyway). All three episodes from 
the PC version are intact, as well; there 

is even an entire episode designed 
exclusively for the PlayStation version, 
including levels which spoof popular PS 
titles. The overall look and feel seem 
dated, but Duke is still worth a look. 


ОРМ Rating 0900 


^ пий 


The most hyped-up RPG 
ever makes good on its 
promise with superlative 
graphics, a solid game engine and an 
amazing story. Complaints of the game's 
initial linearity are squashed under the 
weight of FFVII’s overwhelming merits. 
There’s a huge world to explore, a universe 
to save and a variety of arcade-style mini- 
games to keep things moving along briskly. 
RPG purists who are immune to awe may 
complain of the game’s extremely cinemat- 
ic presentation. Ignore them. Final Fantasy 
VII will redefine the genre. 


OPM Rating 006060 
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Without a doubt one of the more unorthodox racers to come 
along in quite awhile, Micro Machines V3 puts players at the 
wheel of one of a number of tiny vehicles modeled after the 
popular toys of the same name. Courses range from billiard 
tables to breakfast tables, with familiar items like playing cards 
and cereal boxes serving as jumps and other obstacles for the 
miniscule racers. While it's good clean fun in Single- 

player Mode, the multiplayer capabilities bring out 

the worst in everyone. The Unusual Mode (which, 

granted, takes a bit of getting used to) awards points 

only when just one player remains on the screen. 

This means you'll resort to just about anything to 

knock your opponents off the track, resulting in 

some uproarious multiplay. Don't miss it! 


(21577 -2800000 







Continuing in the tradition 
of one of the most well- 
respected RPG series ever, 
Squaresoft serves up a new kind of adven- 
ture in the Final Fantasy saga. Tactics is 
equal parts strategy and role-playing, with a 
focus on intricate, complex, turn-based bat- 
tles in the style of Konami's Vandal Hearts. 
Although the graphics are less impressive 
than Final Fantasy VII, Tactics more than 
makes up the difference with sheer depth 
of gameplay. Although the game is complex 
almost to the point of micro-manage- 
ment—which may put off less patient 
gamers—it enjoys a similar scope to other 
games in the series. This is one for 
strategy and RPG fans alike. 


OPM Rating 90000 







This game has a great deal 
of potential, but fails—in a 
big way—to deliver the 
goods. The absolutely amazing dinosaur 
animations fail to redeem this one; it man- 
ages to break every sensible rule of plat- 
form gaming. Horrible collision detection 
and frustrating (as opposed to honestly 
challenging) level elements make one wish 
dinosaurs had stayed extinct. One of its 
few positive qualities is the ability to feed 
on vanquished enemies to replenish your 
lizard’s health. There's little else really 
positive to say about this game. If you're 
looking for nice graphics, the animation is 
almost without peer. But if you’re into good 
gameplay, go dig somewhere else. 


OPM Rating @ОООО 
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John Madden returns with 
the newest installment in 
the series that defined A 

video football. This time, however, the 
competition is tough enough to push him 
out of the top spot. The game's admirable 
emphasis on strategy and simulation is 
tarnished somewhat by graphics which 
appear dated when compared to its com- 
petition. And although the artificial intelli- 
gence has been souped up a bit from last 
year's version, it still suffers from a few 
holes. Madden devotees will still enjoy it; 
others may want to scope out the field. 


ОРМ Rating 9060600 
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This unusual new title in the 
Mortal Kombat legacy isn't 


quite sure whether it wants to be a fighting 
game, a platformer, or an RPG—or a 
movie, for that matter. Its full-motion video 
sequences, atmosphere and fighting 
engine are on the whole true to the typical 
MK style, but the inclusion of some unsatis- 
factory platform elements can make things 
a bit more frustrating. Although it won't 
convert gamers who are ambivalent to the 
series, it is a new take on the franchise. 
This would best suit fans of the series 
looking for something new. 


ОРМ Rating 96€ 00 





A completely revamped, 
polygonal graphics engine 
highlights the changes - 
made in the newest installment of the 
premiere PlayStation football series. The 
return of "Total Control Passing" and an 
impressive array of options make this 
game the one to beat of the most recent 
season. Don't be fooled by its eye-catching 
&raphics; this game is tough, even on the 
easiest settings. Dozens of codes and 
multiple levels of difficulty add more replay 
value than is given by the standard "Easter 
egg" awards of new teams or other unim- 
pressive "goodies." Some interface issues 
hurt the game unnecessarily, but the 
incredibly realistic animation outweighs 
most graphic faults or other superficial 
flaws. Any football fan should enjoy it. 


OPM Rating 906000 
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Tomb Raider И 





With the unbelievable suc- 
cess of the original Tomb 
Raider, just about everyone 
was eagerly looking forward to the release 
of the sequel. No one really thought the 
game would be significantly different; most 
expected simply more of the same formula 
that made the original such a hit. And 
that's just what Tomb Raider II is: For the 
most part, it's just more of the same. Of 
course, this is by no means a bad thing, 
and some innovative level design takes the 
familiar engine in new directions. The inclu- 
Sion of vehicles for Lara to pilot (a small 
speedboat and a nicely realistic snowmo- 
bile) adds some plain old arcade-style 

fun to a game that can become a bit too 
ponderous at times. And powerful new 
weapons up the ante a bit, an arsenal 
which includes a harpoon gun for use in the 
game’s substantial underwater sections. It 
would have been nice to see a more signifi- 
cant improvement on the graphic side of 
things; occasional gaps and glitches hurt 
the overall presentation, but TR2 is still an 
excellent choice for any adventurer. 


OPM Rating @OOOO 
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Additional Ratings 
at a Glance 


Alundra 
Armored Core 
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Cool Boarders 2 
Croc 

G-Police 

Ghost in the Shell 
Intelligent Qube 

Jet Moto 2 

Marvel Super Heroes 
MDK 

Moto Racer 

NASCAR 98 

NBA Live 98 

NCAA Football 98 
NHL 98 

NHL FaceOff 98 
Nightmare Creatures 


0000 
0000 


Nuclear Strike 
Oddworld: Abe's Oddysee 
Опе 


Pandemonium 2 
Resident Evil Director's Cut 


Spawn: The Eternal 

Star Wars: MoTK 

Street Fighter EX plus O 
Test Drive 4 

Treasures of the Deep 
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Wataru Maruyama 
Editor in Chief, OPM 


Everyone here will be 
talking about their com- 
рапу’$ games and plans 
so | feel | should reveal 
some upcoming stuff 
about the mag. OPM has 
gotten off to an incredi- 
ble start and 1 feel that 
this is only the begin- 
ning. The readers can 
look forward to lots 
of new features that 
will focus in on gaming 
trends and events 
as well as stuff you 
haven’t really thought 
about before. It’s really 
exciting because the 
wide appeal of the 
PlayStation has enabled 
us to venture into terri- 
tories that game maga- 
zines have been unable 
to tap before. 





Joe Rybicki 
Assistant Editor, OPM 


There’s little doubt that this will be the best year yet for 
Sony’s little grey box. What’s most interesting to me is the 
fact that the PlayStation’s game library is beginning to 
diversify in a big way. Several quality games designed with 
younger players in mind are in the works, as are more titles 
aimed solely at a mature audience. Expect to see the num- 
ber of PlayStation owners expand dramatically as a result. 


David Perry 
President 
Shiny Entertainment 


Shiny is known for winning awards 
with every game they do, but these 
games are not manufactured copies of 
other people’s games. They take the 
risks to give gamers new experiences. 


Our three PlayStation titles are: 
R/C Stunt Copter (August '98) - 
An actual photo-realistic $2,500 model 
helicopter simulator. There is no other 
PlayStation game even similar; it is an 
entirely new style of game designed to 
show you what the Sony dual analog joy- 
stick is actually capable of. It also features 
the fabulous new TALKY(TM) technology 
where the game actually talks to you. 


The Wild 9 (September '98) - 

The movie deal is coming along nicely 
and Shane Salerno (a major Hollywood 
writer) is on the script. It is the first 
game to actually feature TORTURING. 
Like a long electric arm, Wex Major (the 
star) can grasp enemies or objects and 
actually thrash them around (screaming) 


ULAR ERE 


until they 
scream no 
more. He 
can even 
grab vehi- 
cles for a 
ride, etc... 


Messiah 

(October '98) - 

Featuring the Messiah technology, this 
game sets the standard for graphics on 
the PlayStation. Characters like Lara 
Croft were designed with around 700 
polygons whilst EVERY character in 


Messiah is designed with over 150,000. 


The result is breathtaking. Gameplay- 
wise, yep that's different too...You play 
as a cherub (baby with wings) that can 
fly into the souls of his enemies, taking 
control of their bodies and using them 
as armor or camouflage. Playing anyone 
you like at any time, you can work your 
way through crowd scenes of 
police/prostitutes, you name it... 


The year 1998 is going to be a 
blockbuster year for Namco. We're 
starting out with Klonoa, our first 
character-based action game for the 
PlayStation. With Klonoa, you really blow 
up your enemies—literally, with air—and 
then use them to bounce up on, launch. 
at enemies or throw at other objects. 
Next out will be Point Blank, our second 
game using the Guncon peripheral. 
Point Blank was listed by EGM as one 
of the 10 best arcade games of all 
time. Not a bad endorsement. 





Later on 
in the year, 
Namco will 
again ven- 
ture into 
new territo- 
ry with 
Tales of Destiny, an RPG adventure 
game that features characters you 
control across multiple generations 
and gorgeous anime-style video. 
This title came out the day before 
Christmas in Japan, and in just over а 
week became one of the best-selling 
PlayStation games of the entire year! 

Let's see, there's also that fighting 
game we'll be putting out—Tekken 3. 
What can | say, it will be coming out 
sooner than you think, and it will 
include all the great features you saw 
in the arcade game plus new charac- 
ters, £ame modes and secrets never 
before seen in the genre. 





$3498 


Mike 
McGarvey 
COO, Eidos Interactive 


Howie 
Schwartz 
Director, Product Development, ASC Games 





Bing Gordon 

Electronic Arts Co-Founder 
and Executive Vice 
President of Matketing 
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The year 1998 will be a banner year for the 
RPG hound—finally! And, the machine of 
choice will be PlayStation! In addition to a 
number of solid entries from other publishers, 
we have a lineup that should get virtually any 
RPG fan excited. 

From interesting experimental hybrids like 
Elemental Gearbolt, where the gun game 
is given an RPG-style story and anime treat- 
ment, to traditional character-driven pieces 
like LUNAR: Silver Star Story - Complete 
(this time on two CDs!), as well as virtually 
everything inbetween, there should be no 
room to complain. It truly will finally be the 
year of the RPG, and we'll be right in there. 
The only downer is the death of the Saturn. 
But my advice to rightfully bummed owners 
of it is to observe a moment of silence, 
then take a deep breath and move on to the 
PlayStation. Believe me, having been through 
the prolonged death of the TurboGrafx, | can 
tell them, whining, complaining and feeling 
bad won't erase all the bad decisions made 
by management and bring back the system— 

it'll just cause 
them to miss out 
on even greater 
gaming experi- 
ences on a sys- 
tem where peo- 
ple actually are 
doing things 
right! Can't 

we all just 

get along? 


Victor 
Ireland 


The year 1998 will again be a strong 
year for the PlayStation in terms of con- 
Sole and software sales. In the past 
year games like Croc have shown that 
the PlayStation possess enormous pos- 
sibilities in terms of processing power, 
and I'm sure that the stakes will contin- 
ue to rise considerably in 1998. 

This coming year will also be one 
that successfully 

delivers more 

nontraditional titles. 

PaRappa has shown 

that "gamers" are 

far more diverse than э 
previously thought. Ẹ 


Like most publishers, we see the 
PlayStation business continuing to grow in 
1998. Hardware sales should continue to 
boom, and we expect that a lowering of the 
retail price point in mid-year will further fuel 
growth in the installed base. We anticipate 
that this hardware strength will be felt in 
our two major markets: the U.S and 
Europe. Obviously, this trend in hardware 
should provide a very strong market for 
Software. For our part, T*HQ intends to 
focus on our core franchises, notably, 
World Championship Wrestling, Bass 
Masters Classic fishing and Brunswick 
Tournament of Champions bowling. These 
popular sports provide an excellent 
crossover for the broad demographic 
served by the PlayStation. 

In addition to targeting these sports to 
mainstream America, T*HQ will also intro- 
duce two new original products targeted at 
the core gamer; Speed Tribes, a futuristic 
game that propels players into the danger- 
ous domain of heavily armed aercycle rid- 
ers, and Dead Unity, a 3-D-rendered 
graphic adventure set in an alternative real- 
ity. Because we see the installed base 
growing in numbers, we think the demo- 
graphic of PlayStation users will also broad- 
en to younger gamers. As a result, we will 
launch Nickelodeon's extremely popular 
Rugrats on the PlayStation in the fall of 
this year. Finally, the lowering of retail soft- 
ware price points with the Classics pro- 
gram will provide enthusiasts with terrific ner year for the PlayStation, for 
games, including our WCW vs. the World publishers and most importantly 
at very attractive prices. for gamers. 


Brian J. Farrell, 
president and CEO 
T*HQ Inc. 


Overall, 1998 should be a ban- 


ichmond 
President 


Fox Interactive 





Here's what readers are saying about 


ELECTRONIC GAMING MONTHLY.. 


Your magazine is 
Awesome and keeps 
getting better with 

every ї55ие.?? 














Eric Bigelow 
Shelby, OH 


“а Stunning piece 
of work, EGM is by far the 
Most Honest mag in 
the business...” 


Chad Bell 
Lincoln, NE 





“кєм is the BEST video 
game mag, and has the 
Coolest Reviews of 
any magazine...?? 
Kevin Geaslin 
Houston, Texas 
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Your magazine 
Kicks Ass.” 


Justin Balfozer 
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for GT Interactive as we build 
upon strong franchises with new, 
exciting PlayStation sequels this 
year, including those for 
Oddworld: Abe's Oddysee and 
Duke Nukem. 

Our talented in-house develop- 
ment group, SingleTrac Entertain- 
ment (the folks behind some of 
the most well-known PS 
series, Jet Moto 
and Twisted 
Metal), will 
unveil new, 
fast-paced 
challenging 
games that 
also highlight 
SingleTrac’s 
distinct 
brand of 
humor. 
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We believe the PlayStation will 
continue to be a strong gaming 
platform, and the offerings will be 
even more innovative and enter- 
taining for players. Because devel- 
opers have been designing 
games for PS for some time now, 
they are even more familiar with 
the technology, and that trans- 
lates to even greater creativity in 
gameplay in 1998. It is a big year 


Dave Malec 


Assistant Editor, OPM 


This is definitely the year to 
look for mold-breaking titles for 
the PlayStation. Granted there 
are those long-awaited sequels 
that are finally due to arrive, but 
I think companies are realizing 
that gamers want to see some- 
thing fresh. Last year’s PaRappa 
the Rapper is a prime example 
of the innovative approach that 
I think we are in store for in 
1998. Of course, | wouldn’t 
mind seeing PaRappa on another 
world tour, but my eyes are 
focused on the upcoming Metal 
Gear Solid. Any way you look at 
it, this should be a record- 
breaking year for the PS. 


Ron Chaimowitz 
CEO, GT Interactive Software 
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Happy 
Keller 
Head Coach 
(head of 

VR Sports 
division) 


VR Sports is looking forward to an awesome 1998. 
Building on the strengths of our 1997 rookie season, 
our new PS lineup includes VR Baseball '99 with 
improved graphics, frame rate and gameplay, and VR 
Football '99 with Jimmy Johnson featuring 
polygonal players, new graphics and enhancements 
to what already was the strongest football Al avai 
lable. Rounding the year out will be our hot new 3-D racing title, Powerboat 
Racing. With its realtime physics and fast frame rate, this game gives 
“immersive” a whole new meaning. 


Capcom believes the interactive 
entertainment industry will thrive in 
1998. Sony will continue to grow and 
have a tremendous year. Capcom will 
have another good year, with a strong 
line-up of product and a few surprises 


The year 1998 is the year that 
Interplay develops a reputation for 
really outstanding PS titles. We are 
focusing on the PlayStation and doing 
it right, kicking it off with Crime 
Killer. This high-speed pursuit game 
runs super smooth and super fast at 

an eye-pop- 
ping 60 fps. 
Following that 
will be 
Messiah, a 
truly awe- 
some, innova- 
tive title like 
nothing ever 


seen before. And, of course, we have 
Earthworm Jim 3D, taking our seg- 
mented superhero to the forefront of 
3-D technology. 

Also ahead for us is the long- 
awaited Heart of Darkness—five 
years in the making and gameplay 
as compelling as the artwork 
is beautiful. 

Rounding out the year at 
Christmas will be Raze, which 
promises exciting new elements 
never before seen in a fighting game. 
With this strong lineup, you can see 
we are committed to proving our- 
selves on the PlayStation this year. 


Trish Wright 
Vice President Interplay Productions 


Аеланәі1иі 


up our sleeves. Опе will be a product 
that will be as unique to the gaming 
market as Resident Evil was when it 
was released in 1996. Satisfying con- 
sumer request will be the reappear- 
ance or two of Capcom hit products 
from our early days of gaming. 
Many of these titles consumers have 
lobbied for since the 32-Bit systems 
were first released. The fighting game 
genre that established Capcom as an 
industry leader will 
be as strong as ever 
in 1998. 


Bill Gardner 
President of 
Capcom 
Entertainment 
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Serious 


Others play games, 
we annihilate them! 


ЕСМ? is the only video 
game mag that eats, 
drinks and breathes 
strategy. Whether 
you're stuck on 

a tough level or 
searching for every 
secret, every month 
EGM offers the most 
tricks, codes and 
tactics Тот all the 
top games. 

So stop whining, 
and start winning 
with EGM?! 








1 [ ast month we took you through the greater portion of Alundra, dissecting 





the difficult puzzles and highlighting the locations of Gilded Falcons and Life 

Vessels. In this issue we will use the same format to get you to the conclusion of 
Alundra’s quest to destroy the evil Melzas. With this in mind, let’s rejoin Alundra, who is 
faced with rescuing yet another villager from a deadly nightmare. 


ELENE’S DREAM 


After the murder of Jess, Gustav will ask for your help in sav- 
ing his daughter Elene from a nightmare. Meia will enter the 
dream with you, as you will need her help to save Elene. The 
first area you are faced with will require you to eventually 
want to reach the teleport plate in the bottom right. Follow 
Meia’s lead and you will make it through with relative ease. 
The yellow, tentacled creatures will only attack you when you 
draw your weapon, so just try to avoid them. When you are 
reunited with Meia back at the area where you first entered 
the dream, jump on Meia’s head to get across the chasm. 
You must now defeat all four of Elene’s nightmares. 
Complete them in the following order-top left, bottom right, 
bottom left, top right. In the first room you need to reach the 
teleport in the top left. Once there, swim to the teleport in 
the bottom right of the next pool. The next area con- 
tains the four symbols of Elene’s nightmares, with 
one of your goals being to activate all of the four 
switch plates found here. Next you will need to 
locate the key to open the door leading to the 

Hidden Eyes that you must defeat. Each of these 
giant slimes contain an eye in the center. Attack the slime until the eye reaches the 
bottom and then strike it with your sword. They are time 
consuming to defeat, but aren't too difficult if you key in 
on one at a time. Some portions of each nightmare 
overlap and you may need to return to enter a previously 
obstructed area. The key elements to each of the last 
three nightmares are highlighted in the pictures to 
the left. 

#1 - Slide the ice pillars to reach all of the switch 
plates. You will have to jump around the one you slide 
up in the top-right portion 
of the puzzle. 

#2 - Once you have activat- 
ed the switch plate in the 
room with the four 
symbols, return to the ice 
area. You will find the pillar 
with the triangle on it has 
raised to allow you to reach 
the chest with the key. 

#3 - You may recall seeing a couple of chests resting on pillars in an area guarded 
Wind Book - Outside of by a handful of ogres. The area directly above it has a wooden bridge with two fire 

> Nava's Keep. Pick it up symbols at the bottom of it. Once you have hit the final switch plate, they will lower 

1 before you enter. to allow you to reach the chests below. The final room is scattered with flame 

spouts. Grab the rocks at the top and drop them on the four large holes to stop the 

flames and reveal the final door. 




























































MAGIC BOOKS 


He e the locations of the four 
Magic Books found in the game, 
allowing you to cast Level 2 spells. 










Earth Book - After open- 
* ing Nirude's left han 
4 Cross over it to the left. 





Water Book - Cross the 
bridge east of Fire Manor 
{ and then turn north. 
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' Fire Book - Just before 
- the Wilda the Dragon in 
; the Torla Mountains. 


























first couple of caves you will 
deal with some mushrooms. 


down. Follow the Murgg that 
the upper left into the Murgg: 


to leave the cave. Follow the 


the Willow Bow in the chest 


ave to 
Then 


follow the walkway to the left and go 


disappears 


to reveal the Stone Golem. Now go to 


S' secret 


den. You must then destroy the golem 


trail to the 


next cave and look for the hidden open- 
ing that leads down to the next room. 
If you exit to the lower left, you will find 





ropped by 


the Murgg. 


БЕГИШТИН Enter the 

















GIANT TREE TOWER 


After your escape from the cell, 
will need to set the Locksmith free. 

The large opening in the center of the 
tree leads to a locked door. Enter the 


smaller opening just to the left 


When you open the chest in the cen- 
ter of the room, you will be faced 
with several waves of Murgg. Defeat 
them and exit by the stairs. In the 
next set of rooms you will need to 
activate two levers and then use the 
platforms to reach the switch, allow- 
ing you to exit by the stairs in the top right. On the next level you will 
see four chests, but won't be able to get them until later. The door in 
the bottom right leads outside. Follow the path to the left and drop 
down the chimney to free the Locksmith. He will go to the first building 
in the lower-left corner of the compound. Now, return to the locked door 
for him to open. Take the elevator up to the next floor and push the 
white turnstile near the door in the bottom left. The door will open and 
you will find another locked door. Go outside and work your way to the 
opening on the level below. Drop down from the room with the moving 
platform to reach the aforementioned chests. As you continue and 
reach a room with rocks in the corner, 
44445743 "T bomb them and drop down the hole. 
Open the chests and then use the 
Switch to open the door to the right. 
Go up the stairs and drop down to the 
ledge below. Use the switch to obtain the 
key that unlocks the small hut outside. 
Once you have received the Elevator Key 
from the hut, return to the locked door. 
The key will be bent and 
you will need the 
Locksmith again. You 
will find him in the 
building at the base of 
the tree. Once you've 
opened the door, take 
the elevator up to face. 
Zazan. When he uses his 
spinning attack, pr will 






















teleport 

to reach 

a room 

with numer- 
ous bridges, 
teleports 
and 


you 


of it. 


THE MURGG WOODS 


You must enter the Murgg Woods from 
the south, so follow your route to the 
Fire Manor and head north. After the 


Switch: 


room through the 
oor at the bottom 
without touching 
anything. Outside 


you wi 
e ch 


Fight t 


You wi 





Trigger both switches and exit using the 
bottom warp. Exit the room with the 


The od smith jimmies the old 
lock, mhich makes a satisfying 
[зпаррїпд noise as it acqnicsces. 





t 
the bow from, down 
the stairs and into 
the cave there. 


the bottom chamber and then those three groups of Murgg and follow the 
that break through the wall. Go through path to the first set of stairs blocked 
the hole they made and enter the warp. by thorns. Enter the cave at the end 


area. Activate the switch at the top and brown mushrooms. Use the door at 


enter the top warp. Walk to the right the bottom to reach the warp leading 
through the secret door and enter the to the bridge area. All of the blocks 
closest warp plate. Enter the warp plate are now lowered, allowing you to cross 
on the right side of the shaking room to the final warp. Defeat the Murgg 
you have entered. You will again be at that try to stop you and leave the cave. 
the bridge area, but at the far left. Exit the Murgg Woods from the top of 


es. Leave the MEN queens Me 29603 


| walk past 
est you got 





е Murgg in 


ll be brought back to the bridge of the path and destroy all of the dark 





the screen. 





MERRICK’S SHOP 


Turning in your Gilded Falcons to Merrick 
will gain you several nifty items. Here are 
the number of Falcons needed to receive 
each of them: 


4/43 000 20972 


15, 25, 35, 45 - Life Vessel 

- Olga's Ring - Increases attack power 
30 - Silver Armlet - Increases def. power 
40 - Life Axle - Recovers 1 HP every 3 sec. 
50 - Spirit Wand - A mysterious wand... 


8661 Чолу 
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Once you're inside 
Torla Mountain and 
you reach the first 
large chamber, acti- 
vate the switch and 
enter the opened 
gate. The room has 
five pulsating fire- 
balls. Freeze the first 
one and jump on 
it. It will stay frozen 
while you are on it. 
Gradually freeze 
them at a higher 
position until you can 
reach the opposite 
ledge. From the 
room with the save 

З point, return to the 
first large chamber via the opening to the far 
right. Go to the door at the top left. The four-way 
flamethrowers can be stopped by jumping on 
them. You will come to another room with fireballs 
and will need to cross a couple of times to reach 
the high ledge. All of this work eventually brings 
you to the two chests above the save point. One 
contains a key, while the other holds the Charm 
Boots, making you impervious to lava. Use the 
key to open the room containing seven cande- 
labras. Light them in the following order: next to 









NESTUS' DREAM 









statue, top-right corner, 
bottom right, below 








octagonal plate and x N S р 
the last three as f^ ч Жа) @” у 
you come to them c1 ' S < ый 





from the left. Drop i ) 
off the bridge you $ 
come to for another 
Gilded Falcon. 
Across the 
bridge you will 
come to a 
statue. You 
need to light 
all of the cande- 

abras in both the right and 
eft rooms. You may need to 
jump when trying to light 
them to get them to catch. The room on the 
eft requires you to push the frozen pillar to 
the left and then in a counterclockwise 
motion. In the right room, push the right pillar 
eft and then down. Light the candelabras and 
push the left pillar right, up and left. Push the 
other pillar left and then up to light the last 
one. To defeat Wilda, use the Ice Wand and 

it him in the head. Keep moving close and 
backing away to avoid his attacks and strike 
when the head is down. You will receive the 
Emerald Crest when you defeat Wilda. 
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The two dungeons involved in the twins' 
dreams are exact mirror images of one 
another. Nestus' dream is blue, while 
Bergus' dream is gray. We'll use the 
first set of switches to the left as an 
example. You will see them trigger in 
the following order: bottom left, top 
left, top right, bottom right. Enter the 
teleport and trigger the switches in the 
following order to open the gate at the 
top: bottom right, top right, top left, 
bottom left. All of the puzzles follow 
this format. Once you've activated any 
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BATTLING RON: 


The day after the village 
1. You will be t 
ansformed into a hideous сг 
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n the Holy 
ou must now v 
the last crest. 


burned you must confront 
sported to a small is 
ature. Destroy 
the spheres to get a good shot at Ronan. In defense he 
fire energy bolts 








switches, locate the same room in the the end 
opposite dungeon. In the same respect, уои will 

if a block is lowered in one dungeon, it battle two 
will be raised in the other. There will creatures, 
also be instances when you are faced each one 
with a mirror separating the two dun- acting in 
geons. Completing the puzzles will a mirror 
break the mirror. Ultimately you want to image of 
activate the switches turning the float- their coun- 
ing green statues into solid ones. The terpart. 
dungeons as a whole are not very large, Stay to the 


so when in doubt of your next move, 

retrace your steps to find the doors 

that may have 
been unknowingly 
opened. Don't 
forget to check 
out the possibility 
of your next goal 
being in the oppo- 
site dungeon. At 


N 


and and 


ema and 
word 
Nava for 


outside to avoid getting sandwiched by 
their blasts. Destroying one will defeat 
both of them, so concentrate your 
efforts on one of the two Terror Twins. 
Once defeated, you will find yourself in 
the Murgg village. Destroy the statue of 
Melzas to escape from the cell. When 
you find Inoa in flames, destroy the four 
Murgg and then head to Beaumont’s 
mansion for safety. 





CASTLE IN THE LAKE 


The Castle Shrine isn't too difficult to fig- 
ure out. Use the Willow Bow to activate 
out-of-reach switches and to destroy the 
floating silver eyes. Eliminating the eyes 
will turn off certain energy fields. When 
you come across stubborn chains, strike 
them a couple of times with your sword to 
get them moving. The trickiest puzzle is 
the room with four skeletons in it with the 
secret passage on the left-hand wall. Once 
the energy fields are down, grab the barrel 
from the connecting room to activate the 
two switches. This will drop one of the 
two keys you need to continue. The sec- 
ond is a few screens back and was in a 


chest behind 
another ener- 
gy field which 
is now deacti- 
vated. You will 
now be able 
to open the 
front gates 
and enter the hedge maze area. This isn't 
as bad as it looks. The slight indentations 
in the hedges are the spots where you 
can pass through them. The only catch 

is they only work in one direction. If you 
can't pass through them, then they only 
work from the other side. You may recall 
a chest that was out of reach 
before you entered the main 
gates. After the first teleport 
you use, go to the right to find 
it. You need to activate both 
Switches to open the main 





house to 
уоиг ууа 


simply require you to d 
$ to reveal or give 
access to the sphere. T 


explor iden paths to 
reach the spheres. Once the 
door has been opened, collect 
Book and the Life 
efore entering the 
ace the Zolist's Stone 
shelf at the back of the 
room to receive the Diamond 








THE GREAT HALL 


Once you have confronted Melzas, he will stop time. Your goal 
is to extinguish the six candelabras that light, allowing you to 
finally face Melzas. Being one of the most interesting dun- 
geons, | feel | shouldn't give it away, however | will get you 
&oing in the right direction. Start by going up the stairs to the 
right and entering the first door you come to. Open the chest 
on the bookshelf to get a key 
N ^, апа go downstairs to the library. 
/ Use the barrel at the bottom of 
the room to hop over the bookcas- 
A es and exit to the right. Pass the 
three creatures and enter the next 
room to the right. Destroy the top-mid- 
dle suit of armor and use the chest to 
hop to the door in the right corner. 
Use the key to enter the door and 
continue until you reach the 
room with three turnstiles. Push 
the turnstile on the right until it 
is almost even with the center 
one and then push it to the right. 
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Climb the stairs to the top and 
get the key from the chest. Now 
flip the switch and return to the 
main hall. Climb the stairs and 
destroy the suits of armor to 
reveal a pair of switch plates. 
Trigger them both and go back 
down to the main hall and exit 
the room to the left. Exit the 





doors to the castle. Take the 
opportunity to return to town 
via the teleport in the room in 
the upper-right corner. 


Crest. А it Zorgia will 
appear and you must fight him. 
Zorgia will attack with spinning 
discs and a barrage of meteors 
that can be avoided by r 


walls. 
quickly or he will let off a blast 


dining room by of energy. 


the door in the 
lower left and 
continue as far 
left as you can 
go. Destroy the 
farleft suit of 
armor and use 
the barrel to 
reach the door. 
When you come 
to the next room, 
move the crates 
to find a barrel 
and place it on 
the lower portion 
of the steps in 
the upper left. Place the second barrel on the switch plate 
and go through the opening to the level above. Hit the switch 
plate there and return for the barrel on the switch plate below. 
Climb to the top of the stairs and use the three barrels to 
reach the ladder in the top right. Obtain the key from the 
chest and flip the lever to restart time. Jump on the moving 
switch plate to open the door at the bottom of the room and 
exit through it. Once outside, walk through the opening in the 
wall directly in front of you. Step on the switch you land next 
to and the first of the six candelabras will be extinguished. 
Walk through the open door and follow the hallway. In the next 
room, walk down and flip the lever, opening the door in front 
of you. This door opens 
into a previously visited 
room and instead of enter- 
ing it, you will want to * M < 
walk back up the stairs в N LS 
and to the right. This puts E t 
you outside again and | 
would suggest heading for 
the door at the top of the 
stairs. At this point | leave 
the remainder of Alundra's 
quest in your capable 
hands. Good luck! 
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TACTICS 


hy Dave Malec 


Swords and get caught up in the heat of the battle, 


| Н or those of you who crave the sound of clashing 
Squaresoft has just the thing to satisfy your hunger. 


МАР KEY Segue eee 


Final Fantasy Tactics will challenge you to take more than A - Orbonne Monastery L - Araguay Woods 
your sword and a large dose of testosterone to the B - Dorter Trade City M - Zirekile Falls 

battlefield. While powerful characters are essential, smart С - Sweegy Woods N - Zaland Fort City 

thinking may be what ultimately gets you through. The D - Gariland Magic City 0 - Bariaus Hill 

beauty of this game is that there isn't just one right way to E - Mandalia Plains P - Lionel Castle 

approach it. Everyone will develop a personal style that F - Igros Castle Q - Zigolis Swamp 

works for them. Unfortunately, that makes my job a little G - Thieves Fort В - Goug Machine City 
tough. So what l've decided to do is give you an overview Н - Lenalia Plateau S - Warjilis Trade City 

of the principles used throughout the game. There are also l- Fovoham Plains T - Bariaus Valley 

individual strategies to five of the hardest battles in the 1- Fort Zeakden U - Golgorand Execution Site 
first two chapters of the game. Hopefully this will give you К - Zeklaus Desert 

an adequate jump-start for what lies ahead. 








Q - Forts/Monasteries 
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GENERAL 
TECHNIQUES 


Every battle in Final Fantasy 
Tactics will differ depending on 
the individual playing, your party 
formation and your favorite 
technique for dealing with the 
enemy. There are, however, 
certain ways to approach each 
battle which will help improve 
your chances of a positive 
outcome. The following tips will 
give you a handle on the art of 
war in Final Fantasy Tactics. 


THE TERRAIN 


The lay of the land will play a part in your 


useful skills that | would recommend learning. 





JOB LEVEL REQUIRED 
Squire None 


CHARACTER JOBS 


Throughout the world of Final Fantasy Tactics, you 
will have the opportunity to change your characters’ 
classes. There isn't a formula for the perfect party 
and your selection of characters will vary from the 
next guy. Each character will begin with a Level 1 Job, 
either a Squire or a Chemist, and will be able to obtain additional 
Jobs as he/she uses his/her skills. When a character uses a skill 
he or she will gain Job Points (JP). To learn new attacks and other 
abilities, you will need to meet the required number of points. 
Mastering a specific Job means that you have learned all of the 
available skills. There doesn't seem to be any other advantage to 
it, though. Try advancing your characters evenly in a couple of 
Jobs, making them as well-rounded as possible. The following list 
shows the progression of Jobs by level and some of the more 
















BEST SKILLS 
Dash, Gained JP Up, Моуе+1. 





Chemist None 


HFPotlon, Phoenix Down, 
Move-Find Item 





Knight Level 2 Squire 


Head Break, Armor Break, 
Shield Break, Weapon Guard 








Archer Level 2 Squire Charge+2, Jump*i 
Monk Ў Level 2 Knight Wave Fist, Martial Arts, 
Move HP Up 





Prest ^ Level 2 Chemist 


Cure 2, Ralse 2, Н 





Wizard Level 2 Chemist 


Bolt 3, Fire 3, Frog, Death 











Time Mage Level 2 Wizard Haste, Don't Move, Meteor, Té 
Summoner Level 2 Time Mage Shiva, Titan, MP Switch, Leviathan 
Level 2 Archer 


Any Steal skill, particularly Steal Heart, 
Моуе+2, Jump+2 





Mediator Level 2 Oracle 


Invitation, Praise, Death Sentence 





Geomancer Level 3 Monk 


















Lancer Level 3 Thief 





Level Jump 8, Vertical Jump 8 





Samura Level3 Knight 
Level 4 Monk 
Level 2 Lancer 


Heaven's Cloud, Koutetsu, Murasame 





Ninja Level 3 Archer 
Level 4 Thief 
Level 2 Geomancer 





Shuriken, Ball, Ninja Sword, Two Swords 








Calculator Level 4 Priest 
Level 4 Wizard 
Level 3 Time Mage 


Level 3 Oracle 







Split, Move-Get 





Dancer Level 4 Geomancer 


Level 4 Lancer 






Wiznaibus, Slow Dance, Fly, Jump*3 








Bard Level 4 Summoner 
Level 4 Mediator 





Life, Nameless, Last Song, Move+3, Fly 








Mime Level 8 Squire 
Level 8 Chemist 
Level 4 Summoner 
Level 4 Mediator 
Level 4 Geomancer 
Level 4 Lancer 







The Mime's skills are equal to those 
which he mimics. 











skirmishes with the enemy. The distance that 
a unit can move, as well as the height they 
can jump, will affect your approach to a 
battle. The greater the characters' mobility 
the better and it may prove to be the key to 
victory. Use high ground to your advantage, 
especially when deploying units with cross- 
bows and other long-range attacks. Spell 
casting can suffer, though, losing horizontal 
range due to the increased height. Be sure to 
take the terrain into consideration. 


010,010 
019/100 








BRAVE AND FAITH 

Characters with high Brave points can 
become more powerful and accurate when 
using specific attacks. Low Brave points 
may result in a unit retreating when injured 
during a battle. Faith points reflect a charac- 
ter's ability to understand and receive 
magic. Their casting power is enhanced with 
and take greater advantage of defensive 
spells. On the down side, they are also 
inflicted with greater damage when attacked 
with magic. This is definitely something to 
look at when purchasing new troops. 


\ strateg 


Plain and simple, the more you fight, the 
stronger your character becomes. In addi- 
tion to sending units out on missions (see 
Propositions), return to previous battle- 
fields to fight the residents of the country- 
side. These areas are great for gaining JP 
and experience. Choose a mixture of 
strong and weak units and let the latter 
do most of the work. If they get in trouble, 
your more powerful players can step in 

to break it up. 


When using magic, some spells will ask 
if you want to cast it on the unit or the 
panel. Which one do you choose? Well, 
there are pros and cons to both. If you 
pick the unit, you are sure to hit them. 
The only problem is that they may move 
close to one of your one units, causing 
you to inflict damage on them as well. Use 
this to your advantage when it is inevitable 
that your targeted character is going to 
die. I've taken out more enemies with this 
technique. Choosing a specific panel 
ensures that your group is 
safe, but risks the enemy 
moving out of range. 
Most magic attacks will 
require a certain amount 
of Charge Time. This will 
leave the caster extremely 
vulnerable to any kind of 
attacks, particularly physical 





attacks. Needless to say, move as far 
away from the enemy as possible once 
the spell has been chosen. 


The game includes many menus and 
screens eluding to the status of your 
characters. It is to your advantage to 
consult them frequently. Bring up the 
Status Menu during a battle to check on 
the enemies’ skills. There is also a handy 
Attack Menu, indicating the order in which 
the attacks will occur and who has been 
targeted for an attack. If you know a 
particular unit is going to get rocked by 
Bolt 2, make sure that you can get the 
most out of them before they do. 


When a player dies, their body will turn 
into a crystal. Collect these to recover HP 
and MP or to learn new abilities. If you 
have the same class of character in your 
party, have them collect the crystal to 
obtain a new skill. It may benefit you to 
keep one enemy alive in order to grab 
some free abilities. 


THE ZODIAC: 


Every character has one of the 12 
zodiac signs. Some of these units share 
a “good affinity” with others. If a unit 
attacks another of the same affinity, they 
will do greater damage. In the same 
respect, when forming a party for 
battle, try grouping units together 
who have a good affinity between 
them. Unfortunately you have to 
take the good with the bad. If 
your unit has a bad affinity 
with another, your damage 
won't be as great. Characters 
of the same gender with a bad 
affinity will do the least 
amount of damage. 





























y will pass as you move 


| between points on the map. 


There was а time, during the geld resh, when the meontaia 

was full of miners with hopes and dreams. 

Now it's empty. What's become of Urnbos Иа? 
Ex-miner, Kemia at Ваг 








(O Button:To take the job) 
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RECOMMENDED PARTY: 


This battle was the first one to give me a headache, 
and | somehow feel overqualified to point out what 
not to do. Delita and Algus will be joining your party 
in this battle. Set Delita up with Black Magic and 
have at least one Archer in the group. Back them 
up with one of your stronger Knights or Squires. 
Keeping a Chemist handy isn't a bad idea, but I 
found that setting a couple of characters up to 
use items was enough. This will give you 
some additional offensive power. 


THE BATTLE PLANS: 


For starters, | suggest placing your Archers and 
Wizards in the top-right of the formation. This 
gives them the chance to advance to high ground 
quickly. Delita and Algus will head straight for the 
Archer on the highest building. Having either of 
them skilled with a long-range attack will save you 
a lot of grief. Leave your Knights or Squires 
where they are until the next move. This will 
allow the enemy Wizard to get into range, 
while your other troops take up position on 
higher ground. He and the Knight will be the 
priority for your ground forces to dispose of. 
The slightly elevated areas are perfect to 

throw stones from, increasing the amount of damage inflicted. In the meantime, establish the 

rest of your party on the raised area to the right. The height will give them greater range to use 

their abilities. As the rest of the Archers and second Wizard converge upon this group, use 

Black Magic and arrows to weaken them. 


Defeat АП Enemies 


N: 1 Knight 
2 Wizards 
3 Archers 


[| ^ LI 
01690 


08/12 лог zry 


GIL EARNED: 
2,100 


WAR TROPHIES: 


500 Gil 
Iron Sword 
Linen Robe 
Ether 


auizeseyy чопо ЗӨ 8661 Чолу 





RECOMMENDED PARTY: 


| definitely like a strong Wizard along when tackling 
this battle, preferably one capable of casting Bolt 2. 
Chemists and Priests can be useful if you are in a 
bind, but are not essential. This tends to be more of 
a complete offensive assault, requiring the skills of 
all of your heavy hitters. If you have a Thief in your 
party, you may be able to get some use out of the 
-T ласт - Charm ability. For the most part, though, you will 
ist Sena E B. want the group you take in to look something like 
Capacity ААН 6 an offensive line. 


i жг ^ = THE BATTLE PLANS: 
2-2% There is nothing easy about this battle. The battlefield 


is substantially smaller than others, making movement 
more restrictive. Wiegraf wields a Holy Sword, capable 

of doing some serious damage. He has the power to 

take out each of your characters with a single blow and can even stop your characters in their tracks with 

his Stasis Sword attack. Usually the Chocobo will come forward due 

to its great travelling range. Take this opportunity to knock him out ч 

of the picture. If you allow him to linger, he will use Choco Cure to GIL EARNED: 

revitalize his injured comrades. The Monks can also cause consider- 3,500 

able damage, but they won't be in range until the second attack 

round. Charm the Monks with your Thief and they will attack their WAR TROPHIES: 

own party. The real difference in this battle was realizing that just Hi-Potion 

about all of my party had the use of Black Magic. This gave me addi- 

tional range and allowed just about everyone to hit Wiegraf during *There's treasure hid- 

the second attack round. Who says lightning never strikes the same den on the third step 

place twice? Pummel him with Bolt attacks. 


Defeat Wiegraf 


Wiegraf (W. Knight) 
1 Knight 
1 Yellow Chocobo 
2 Monks 





Chapter One- 
Fort Zeakden 


THE OBJECTIVE: Defeat Algus 


THE OPPOSITION: Algus 
2 Knights 
3 Wizards 


RECOMMENDED PARTY: 


This battle requires you to split your party. 
I’ve met with the most success by placing 
a Wizard with Ramza. Delita will join 
Ramza’s squad, and | would recommend 
equipping him with Battle Skills or Items. 
The second unit will be approaching from 
behind the main building. It will probably 
suit you best if it contains a Knight and 
either an Archer or a second Wizard. m 


SNOLLVIA 404 


Your focus is defeating Algus and he can be annoying. He is armed with a crossbow and will 
begin his attack by picking away at your party. Be aware that he is equipped with Auto-Potion 
and will heal himself when he gets hit. You probably won't get in any good shots at him for sev- 
eral attack rounds, so turn your focus to the Wizards. The one closest to Ramza should be your 
first target. The second Wizard tends to advance toward your second unit. Unfortunately, you will 
need to go through a Knight to get to him. My second unit usually doesn't get a chance to 
engage Algus, but 1 feel they've done their job if they can keep that Wizard out of my way. If you 
and Delita can take out the first Wizard, bring up your own Wizard after Algus. Hopefully he has 

learned at least one of the Level 2 spells by this time, and if not, 

you may want to advance him before trying this. Use the enemies’ 

magic against them by relocating 

next to one of them when targeted 

with a spell. I've grown quite fond of GIL EARNED: 

equipping Ramza with Black Magic, 7,200 

finding the wide range of attacking 2 

powers extremely useful. With your WAR TROPHIES: 

victory against Algus here, the first ааа! здара ачак 


chapter will end with a bang. None 


guns vau. 


uizesew TET ( 8661 Чое 


E 





Defeat All Enemies 


Gafgarion 

2 Archers 

2 Time Mages 
3 

3 


Knights 


RECOMMENDED PARTY: 


Here is another split-party 
formation. This battle 
vexed me for an entire 
afternoon until | came up 
with an adequate party. | 
placed a Wizard and a 
Priest with Ramza, both of 
which were at least Level 
10. The second attack THE BATTLE PLANS: 
unit was comprised of A NEE 
Mustadio and Agrias. Gafgarion is the most important enemy to dispose, and you must do it quickly. My Priest 
Mustadio had mastered has the lowest HPs and it seems that Gafgarion will go for your weakest member first. The 
his skills as an Engineer next step is to hit him with Bolt 3 or a comparable spell from your Wizard. This should just 
and found that to be the about kill him, allowing Ramza to clean up the leftovers. Leave him alive, and he will use his 
best Job for him. Agrias is Night Sword to recover his health and inflict heavy damage. Use Agrias and Mustadio to 
powerful as a Holy Knight take up positions on the platform in the center and then continue to move away from the 
and that is probably the high wall. This will lure the Time Mages to come down to engage you. They will still have 
best Job for her. pretty good range and will continue casting Haste and Slow to throw a wrench into your 
attack. Try to join your two units in the same area 
and then focus in on the Knights. They are capable 
of the most damage and have the highest HPs of the 
remaining enemies. Send Mustadio to the top of the 
wall for extra support once their forces have been 
depleted. From 
here out you just GIL EARNED: 
need to focus on See ot TN CERO 
the weakest lamb 12,200 
in the flock. You 
won't get any WAR TROPHIES: 
а » sympathy from me None 
EEE if it takes a while. 
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RECOMMENDED PARTY 


Here is yet another split formation. Ramza 
ill be placed alone in the first attack unit. 
The most essential member to the second 
unit is a Wizard. Back him up with a Priest 
or Chemist to keep him healthy. Once again 
Mustadio and Agrias are the perfect 
complement to the rest of your squad. 


Gafgarion is back for his final battle and Ramza must face him alone. He 
will move in close to the door and attack Ramza. Once he has attacked, use 
your Wizard to reach Gafgarion with Bolt 3. This spell should do about 180 
points of damage. He will be close to death at this point. Ramza should be 
able to finish him off in two turns, even after he regains some of his HPs 
with his Night Sword attack. Now, head straight for the gate to aid your com- 
rades outside. Gafgarion's Life Crystal will only give 
you HP/MP if you collect it. Winning the battle outside 
| the gate is contingent upon you taking out that 
e n и before he starts B E his power. 
b hes 5; hiva can be devastating to any of your characters " 
that are charging at the time. Mustadio and Agrias GIL EARNED: 
will probably be the first to reach him and with any 11,100 
luck, should finish him in one turn. If not, spread 
your party to take a minimal amount of damage. WAR TROPHIES: 
Make good use of Agrias' Stasis Sword to hit multi- 700 Gil 
+ ре enemies. Once you are victorious, the last bat- Mythril Helmet 
T ~ tle of the chapter takes place inside Lionel Castle. 


2nd Squad 


Capacity 


ә: ye 


t 


X Me 25 By now you should have a good grasp on the mili- 
[статис Хагу tactics of the game. Enjoy the rest! 


Defeat All Enemies 


1 Summoner 
2 Archers 
3 Knights 
Gafgarion 
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Codes and Tricks for the PlayStation 





Сам World 
Series 


Special password cheats 
These cheats will get you some 
speciaHooking tracks and strange 
options for your car. On the Type 
Screen, choose a race (Single 
Race or New Season) and on the 
Select Driver Screen, move Left 
until you see “Create Driver." Now 
enter one of the passwords as 
Shown to get the following results: 


CRERTE 


NIGHTRID - Drive at night. 
SPACERID - Tron-like tracks. 

GEK - You will race two laps in 
Season Mode. 

WHEELS - There will be no body 
on your car. 

FLOAT - Tracks will have half the 
normal gravity (you will have less 
traction than normal races). 
RADBRAD - Tracks have more 


gravity than normal. other cars. 


Dragon we! GT: Final Bout 


Secret character 
At the Title Screen, 


code (Right, Left, Down, 
Up, Right, Left, Down, 
Up and you will hear a 
sound), then press 
Triangle 10 times and 
then Square nine times. 
You will hear another 
sound to confirm that it 
worked correctly. You 
will see Super Saiyan 4 
Goku on the Menu 
Screen. On the Player 
Select Screen, he will 
be a selectable charac- 
ter in the lower-middle 
section of the screen! 





Eneine: 
UNKNOWN 

TIRES: 
UNKNOWN 

CHASSIS: 













BANZAI - You won't collide with any 


00:30:98 


ИСО" Ave. 609-999 
t 





Courier Crisis 


Play as an alien or a gorilla 
Choose the Memory Card icon from 

the Main Menu and then access the 
Load/Save Options. Move over to 
Password and enter one of these codes 
under “Епїег Password" to play as two 
strange, new couriers: 


Play as the Alien - Put in the name 
XFIFTYONEX 

Play as the Gorilla - Put in the name 
SAVAGEAPES 


Nuclear Strike 


Password cheats 
To get these cheats to work, you 
must go to the Main Menu and 
at the Load/Save option, 
choose “Enter a Password.” 
Put in any of these for various 
results: 
LAZARUS - Infinite Lives. я ros 
LIGHTNING - Secret Bonus س‎ 
Level. 
EAGLEEYE - No one 
their weapons. 
WARPDRIVE - Faster vehicles 
WARRIOR - You get five extra 
attempts. 
PHOENIX - You get four extra 
attempts. 
MPG - Reduced fuel consump- 
tion. 


LAZARUS 


беч a Passwort 
Lord зой 
‘Save a Game 


shoot 








Do you have a trick or want a tip on your 
| us at... 
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Опе 


All weapons and Stage Select 
At the Main Menu Screen, move over and choose 


the “Load Game” Option. Then pick “Enter 
Password.” Put in one or both of these codes for 

the results as shown: 

MAXPOWER - Gives you access to all the weapons. 
HEVYFEET - Opens up the Stage Select Screen where 
you can choose to start from any of the six levels. 


Monster 


Rancher 


Build up loyalty meter 
Here is an easy way to build 
up your loyalty meter. Once 
you have your monster, take 
it back and forth between the 
ranch and the town. Each 
time you do this, your loyalty 
meter goes up five points! 
However, you must use this 
in moderation. The more you 
do this trick, the stricter your 
style will become. Your mon- 
ster will have a tendency to 
Do run away and destroy its 
T7451 29000 home if your style gets over- 
E bearing, so be warned! 


1 аг. 
табе Ranch? 


МВА Live '98 


Easter egg codes 

To enable the Easter egg codes, 
begin a regular game (Exhibition, 
etc.), and after choosing your 
teams, go to the User Setup 
Screen. Choose “Start New” and 
enter the name: Secrets. Press 
Start to confirm the name then 
press the Circle button to activate 
the Secrets Menu. To enter the 


эө 


exactly as shown: 


Shipwreckers 


Level Select codes 


Enter the following codes to 
give you access to every 
level of the game. They will 
work on any difficulty set- 
ting. First, enter the Single 
Player Mode of the 

game. These codes 

will not be available 

for Multiplayer 

Mode. Now go to 

the Password Select 
Screen and enter 

the following: 


Level 1-2: Ship, 

Skull, Fish, Anchor, 

Ship. Anchor 

Level 1-3: Ship, Anchor, Skull, Ship, Anchor, Fish 
Level 1-4: Skull, Ship, Fish. Anchor, Anchor, Ship 
Level 2-1: Fish, Fish, Anchor, Ship, Skull, Anchor 
Level 2-2: Skull, Anchor, Anchor, Fish, Anchor, Ship 
Level 2-3: Fish, Anchor, Ship, Ship, Ship, Skull 
Level 2-4: Anchor, Ship, Fish, Skull, Skull, Fish 
Level 3-1: Ship, Skull, Skull, Fish, Anchor, Skull 
Level 3-2: Fish, Skull, Anchor, Fish, Skull, Fish 
Level 3-3: Fish, Fish, Ship, Skull, Fish, Ship 
Level 3-4: Ship, Anchor, Ship, Fish. Anchor, Fish 
Level 4-1: Skull, Skull, Anchor, Ship, Fish, Fish 
Level 4-2: Ship, Anchor, Skull, Fish, Fish, Anchor 
Level 4-3: Skull, Ship, Skull, Skull, Fish, Ship 
Level 4-4: Ship, Fish, Ship, Fish. Ship, Anchor 
Level 5-1: Anchor, Ship, Fish, Skull, Fish, Ship 
Level 5-2: Fish, Ship, Anchor, Skull, Ship, Fish 
Level 5-3: Ship, Fish, Skull, Anchor, Anchor, Skull 
Level 5-4: Skull, Ship, Anchor, Fish, Ship, Skull 


N a Аа 


Cloak home (Home team select- Monocle (Create player with 


codes, go to Secrets Menu and Seaweed (Underwater court) ed player is invisible) monocle) 

highlight “Enter Secret Code” Scary (Home team іп Halloween Cloak away (Away team selected Toque (Create player EA Toque) 
and press the X button. Now, costumes) player is invisible) Prisoners (Hitmen be free) 
enter the following codes—they Freaky (Away team in Halloween Eyepatch (Create player with Lizard (Chameleon Home Team) 


are case sensitive, so enter them costumes) eyepatch) Reptile (Chameleon Away Team) 





gadgets, electronics, arts and recreation 


1998 Winter Consumer 
Electronics Show 


1998 International 


CES 


he Winter Consumer 

Electronics Show is 

always held in Las 

Vegas and this year was 

no different. An estimated 90,000 
people attended this year’s show 
which was not open to the public. 
You had to be either a member of 
the press or have something to do 
with the wholesale/retail side of 
things. All kinds of electronic prod- 
uct are debuted here for the first 
time ranging from the latest digital 
gadgets to the newest line of VCRs. Here’s a rundown of A brief CES remembrance 
the tastiest stuff. A couple of years ago, the bi-annual 
Consumer Electronics Show was not just 
the place to see the latest electronic gad- 
gets, but also the hottest upcoming video 
games. Three years ago, the video game 
faction decided they needed their own 
event and thus the Electronics 
Entertainment Expo (E?) event was born. 
Of course it wasn't quite as simple as 
that, but it seemed like it to the normal 
Joe. This year's E? will take place this May 
and will feature the latest and greatest їп 
video games. We'll be there covering all 
the exciting PlayStation stuff. As you 
might have gleaned from our look into 
1998 feature, many companies are with- 
holding the names of some of their block- 
buster titles that will be unveiled for the 
first time at the E? show. It's important for 
these companies to make the biggest 
If you saw the movie Contact, you'll impact possible since the press will be 
notice that Jodie Foster's character there reporting the happenings, but retail- 
was contacted using a futuristic-looking television which ers and wholesalers will also be carefully 
was almost perfectly flat. Well, that's a real TV that can scrutinizing the hot titles they will want to 
hang оп a wall. The picture quality is getting to a point order in bulk. The combination of these 
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Plasma Television 


(above) 





where it turns heads, but the prices are still prohibitive factors motivate companies to make the 
($20,000). best showing possible. 






















High Definition Television 


This was the big focus for this CES although 
the technology won't be available to the con- 
sumer until later this year. It won't become 
affordable for another couple years, either. 
The prospect of crystal-clear televi- 


sion with the capacity 
to deliver three times 
the picture quality of 
conventional televi- 
sions is exciting. 
These sets will enable 


you to receive digital TV signals with CD-qual- 
ity sound. The sets displayed at the show 
were still not in final production form, but 
they gave us a rough idea of what to expect. 


Latest from CES 


e 
PlayStation 
™ 


Gadgets 


Among the other note- 
worthy stuff are a wide 
range of second- and 
third-generation DVD 
players. All kinds of 
new features are set to 
be implemented. Going 
to the opposite end of 
the spectrum, there 
were some downright 
bizarre things shown as 





well. One of the most 
disturbing were molded 
plastic speakers in the 
image of Michael 
Jackson! Wooooh! 







Equally scary was a 







The first sets will be large projection-style 
sets with other smaller TV-tube-type sets 
being released soon after. 


Panasonic Portable DVD player 


We brought you the Samsung P-theater 
two issues back and 

now Panasonic unveils their 
portable model. 
Their version has a 
wide-screen (16:9 
aspect ratio) LCD 
Screen built in. As you can 
see from the picture to the left, 
it's extremely small and is small- 
er than most notebook PCs! You 
can hook this into a television 
and use it as a normal DVD play- 
er or take it on the road. 


Up until now, Mini-Disc players have only 
been available here from Sony, but 
no more. Pioneer and other manu- 
facturers are joining the fray and 
are out to convince you that you 
should be buying these things. Mini- 
Discs are kind of like recordable, 
more durable and compact versions 
of the CD. The main market for it is 
in making your own custom disc 
from your existing library of CDs for 
the ultimate in quality and conve- 
nience. Look for a hands-on test of 
MDs in GEAR soon. 


guard owl that emits 
invisible beams from its 
eyes which detects 
movement. Whoooo! 





































































Manga Video 





Key The Metal Idol Vols. 1-4 
Viz's translation of Key the Metal Idol is easily one 
of the company’s best dub jobs ever. Both the 
dialogue and songs have been set to English 
and the voice acting is second to only 
Animeigo's dubs. This story of a robotic girl 


who wishes to become human will immediate- |] 


ly gip you from the first tape and never let go. 
A good mix of "evil corporation" science fic- 
tion and “| wanna be human" drama. Key's 
animation is also top-notch. 





Ее е ШЕЙШ to screw up every possible situation, but some- 


Anyone who likes а 
fiction mixed in with 


ittle mystery and science 
a touching story should 






check out Key. You won't be disappointed. 


N 


The Irresponsible Captain Tylor 
Justy Ueki Tylor is the most irresponsible man in 
Space, and due to a build-up of military forces prepar- 
ing for war with the Raalgon, he is promoted to captain 
of the Soyokaze, a ship filled with the scum of 
the United Planets Space Force. Tylor manages 





how it always comes out right. 

A good mix of comedy and mecha/space 
fighting action, Tylor's "without care" attitude 
is frustrating to watch, yet has often amazing 
outcomes (“How could he possibly get out of 
АЙ THIS?"). With four TV episodes on a tape at such 
a good price, Tylor comes highly recommended 
for any action/comedy anime fans. 








Viz Video 


MSRP: $24.95 (dub), $29.95 (sub) 
Approx. 90 min. (Vol. 1), 52 min. (Vols. 2-4) 












Right Stuf International 


ES Фф MSRP: $19.95 (sub) Approx. 100 minutes 
pus (еее 
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Voltron Lives 





e’s back! One of the most 
popular cartoon/toy series 
has re-emerged. Trendmasters 
has done up a new Voltron toy 

which is basically the same model 
cast as the Matchbox (the original manufac- 
turers) version with a couple of differences. 
They kind of cheaped out and didn't include all 
the shooting weapons and some of the parts are 

plastic instead of die-cast metal. Still, it is an awe- 
some toy that easily kicks most of the stuff that's 


out in toy stores' ass. Go get one! 
OUO ө 



















Trendmasters $29.95 








УМ” э trip to any WOW event 


af your choice and 


meet the hottest stars in wrestling 





Send your name, 
address, and telephone 
number on a postcard to: 
“WCW Nitro Sweepstakes,” 
5016 North Parkway Calabasas, 
Suite 100, Calabasas, CA 91302. 
Entries must be received by 
March 31st 


Grand Prize 
А Trip for two to WOW match 
including airfare, hotel accomadations, rental 


ому; $306 spending money, an autographed 
copy af the game, and a NCW T-shirt. 








Station 


Sweepstakes Rules: 

1. No purchase necessary: To enter, send a standard-size postcard containing name, 
address and phone number to “WCW Nitro Sweepstakes,” 5016 North Parkway Calabasas, 
Suite 100, Calabasas, CA 91302. No purchase or payment of any money is necessary to 
enter. One entry per household. All entries must be handwritten. Mechanically reproduced 
entries will not be accepted. Entries must be received by March 31, 1998. All entries become 
exclusive property of T*HQ, Inc. and will not be acknowledged or returned. Sponsor assumes 
no responsibility for lost, mutilated, late, illegible, incomplete, postage-due or misdirected 
entries. Only one prize per family, organization or household. 

2. Prizes: 1 Grand Prize: Grand Prize winner will receive a trip for two to a WCW event of 
the Winner's choice, including air transportation for two, hotel accommodations for two people 
(one room) for 2 nights selected by Sponsor, rental car for 2 days, two passes to the WCW 
event, and its associated official party (if any), $300 spending money, an autographed copy of 
WCW Nitro game and a WCW T-shirt. Grand prize has an approximate retail value of 
$2,070. At Sponsor's sole option, Sponsor may provide up to $1,500 to the Grand Prize 
winner in lieu of providing travel tickets, rental car and hotel accommodations. 5 First Prize 
winners will receive one (1) autographed copy of WCW Nitro game and one (1) WCW T-shirt. 
First Prize has an approximate retail value of $170. 10 Second Prizes: 10 Second Prize win- 
ners will receive (1) one WCW T-shirt. Second Prize has an approximate value of $20.00. 
Winners will be determined by a random drawing from all valid entries by Sponsor whose 
decisions are final. Drawing to be held on or about April 7. All prizes will be awarded. All 
other prize winners will be notified by mail. Prize(s) are non-transferable. No substitutions of 
prize(s) are allowed, except at the option of Sponsor should the featured prizes(s) become 
unavailable. 

3. Odds of Winning: The odds of winning will be determined by number of valid 

entries received, 

4. Eligibility: Sweepstakes open to residents of United States and Canada. Void in Rhode 


ТНД 
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А First Prize 
ae agvaphed оору of the 
Ey game, and a WCW T-shirt. 


Second Prize wow T-shirt 


Productions 


Island and Quebec. Non-compliance with the time parameters contained herein or return of 
any prize/prize notification as undeliverable will result in disqualification and an alternate win- 
ner will be selected. If a minor wins the travel prize, winner must be accompanied by a par- 
ent or legal guardian on said travel. Winners and travel companions shall sign an affidavit of 
eligibility/release of liability/prize acceptance within 30 days of receipt or forfeit prize. By 
acceptance of prize, winner(s) agree to the use of their name and/or likeness for purposes of 
advertising, trade or promotion without further compensation, unless prohibited by law. 
Employees of Ziff-Davis Inc., Sponsor nor their respective affiliates, subsidiaries, divisions or 
related companies are responsible for any damages, taxes or expenses that consumers 
might incur as a result of this contest or receipt of prize. Winners accepting prizes agree that 
all prizes are awarded on the condition that Ziff-Davis Inc., Sponsor and their agents, 
representatives and employees will have no liability whatsoever for any injuries, losses or 
damages of any kind resulting from acceptance, possession or use of the prizes. 

5. Winners List: For a list of winners, send a stamped, self-addressed envelope to “WCW 
Nitro Sweepstakes Winners List,” 5016 North Parkway Calabasas, Suite 100, Calabasas, CA 
91302. Requests for winners list must be received by May 30, 1998. Allow 4 weeks for deliv- 
ery of winners list. 

6. Restrictions: Void where prohibited or restricted by law. All federal, state and local 
regulations apply. 

7. Sponsors: This Sweepstakes is solely sponsored by T*HQ, Inc. ©1998 T*HQ, Inc./Asmik 
Corporation. ©1998 World Championship Wrestling. All rights reserved. © 1998 
T*HQ/World Championship Wrestling, Inc., A Time Warner Company. All Rights Reserved. 
NWO ™ and WCW ™ are Trademarks of World Championship Wrestling, Inc. 

All characters depicted, are trademarks of or used under License to World Championship 
Wrestling, Inc. 

Hulk Hogan ТМ is a trademark of Marvel Entertainment Group, Inc. and is used under license 
by World Championship Wrestling, Inc. 
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# | Hidden outfits! 
д Hidden weapons!! 
Hidden characters 





We finally have a complete version of Capcom's 
macabre masterpiece and are ready to dissect 


` P it. We'll forgo the typical walk-throughs you'll 
| кё see in all the other mags to give you noth- 
P 3 E ing but top-secret information. Plus, 
k * we'll have tons of detailed maps 
* æ you won't need a magnifying glass 


"м, to read. If you've been burned by 
AE Y earlier inaccurate Resident Evil 2 
„Ё ү $ `. guides and are ready for the real 
à e M № information, this one's for you. 





1. No Purchas end a letter or standard size postcard containing your name, address, and phone number 
together with your lis anted video games to Top Ten Most Wanted, Official U.S. PlayStation Magazine, 1920 Highland 
ez@zd.com or fax it to (630) 916-7227. No purchase or payment 
money ter. One entry per household per month. Entries must be received by the 10th day of the month for 
available issue of OPM. All entries become exclusive property of Ziff-Davis and dged or returned. Ziff 
ssumes no responsibility for lost, mutilated, late, illegible, incomplete, postage-du Sponsors reserve. 
the right to cancel this contest at any time with appropriate notice. Only one prize per family, organization, or household per month. 
2. Prizes: One Grand Prize winner will receive one (1) video game as determined by ASC Games. Grand Prize has an approximate retail 
value of $45. Winners shall be determined by a random drawing of all valid entries by OPM editors whose decisions are final. All prize 
inners will be notified by mail. Prize(s) are non-transferable. No substitutions of prize(s) are allowed, except at the option of Sponsors 
should the featured prizes become unavailable. 3, Odds of Winning: The number of winners and the odds of winning will be determined 
by number of valid entries received. 4. Eligibility: Contest open to residents of United States and Canada. Void in Quebec. Noncom 
pliance with the time parameters contained herein or return of any prize/prize notification as undeliverable will result in disqualifica: 
tion. Winners or their legal guardians shall sign an affidavit of eligibility/release of liability/prize acceptance within 5 days of receipt or 
forfeit prize. By acceptance of prize, winner(s) agree to the use of their name and/or likeness for purposes of advertising, trade, or 
promotion without further compensation, unless prohibited by law. Neither Ziff-Davis Inc., ASC Games nor their respective affiliates, 
subsidiaries, divisions, or related companies are responsible or liable for any damages, taxes, or expenses that consumers might 
incur as a result of this contest or receipt of prize Б. Winners List: For a list of winners, send a stamped, self-addressed envelope 
identifying the month for which the winners list is requested to Top 10 Most Wanted Winners List, 1920 Highland Avenue, Suite 222, 
Lombard, Illinois 601448, Allow 4 weeks for deli eere prohibited or restricted by law. All fed- 
eral, state and local regulations apply 
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IMPORT GAMES SWEEPSTAKES. 
Official Sweepstakes Rules: (same rules as above with these exceptions below) 
1. No Purchase Necessary: To enter, send a letter or standard size postcard containing your name, address, and phone number 
together with your list of 10 most wanted video games to Import Games Sweepstakes, Official U.S. PlayStation Magazine, 1920 
Highland Avenue, Suite 222, Lombard, Illinois 60148 or e-mail it to dindo_perez@zd.com or fax it to (630) 916-7227. 2. Prizes: One 
Grand Prize receive one (1) video cassette of anime. Grand Prize has an approximate retail value of $25. Winners shall 

drawing of all valid entries by OPM editors whose decisions are final. 4. Manga Video nor their respectiv 

, or related companies are responsible or liable for any damages, taxes, or expenses that consumers 

might incur as a result of this contest or receipt of priz 3. For a list of winners, send a stamped, self-addressed envelope identifying 
the month for which the winners list Is requested to Import Games Winners List, 1920 Highland Avenue, Suite 222, Lombard, Illinois 
601448. Allow 4 weeks for delivery of winners list. 
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ному DID CROC FIND HIS COMPETITION? 





DELICIOUS! 





“Like Lara Croft, CROC has more moves than you can shake a stick at.” 
-PSM-PlayStation Magazine 


“Move over Mario. . .and cruise by Crash. . ROC rocks!” 
- GAMEPRO 


“Don't be fooled. . .this is no kiddy game.” 
- Official PlayStation Magazine 





“(ROCs deep enough for even the most serious explorer!” 
-Gamefan 


“One of the best PlayStation games of the year! 95% Gold.” 


-PSExtreme 








Roc 


LEGEND OF ТІНЕ GOBBOS 


CROC © Argonaut Software Ltd, 1997. All rights reserved, CROC and CROC: Legend of the Gobbos 
PlayStation logos are trademarks of Sony Computer Entertainment, Inc. Sega and Sega Saturn are 
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marks of Argonaut Software Ltd, 1997. © 1997 Twentieth Century Fox Film Corporation. All rights reserved. PlayStation and the " PlavStation. * _| 
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THEY COULD HAVE TAKEN ANYTHING. 
№ ва HIS НОМЕ. 
E] Y HIS PRIDE. 
EVEN HIS FREEDOM. 


BUT THEY TOOK AWAY тиейт 


ШТ 
i i NOW IT’S PERSONAL à 





AN EVIL MASTERMIND OUT TO DESTROY TELEVISION. A RENEGADE GECKO DETERMINED TO STOP HIM. 


FREE-ROAMING GAMEPLAY REVOLUTIONARY 3-0 GRAPHICS FEATURING WALL-CLIMBING ACTION AUD TAIL-WHIPPING ATTACK 
OVER 500 CELEBRITY IMPRESSIONS AND SMART-MOUTH REMARKS — 36 -DEGREE CHARACTER. CONTROL 
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OUT Cel TS UO presene с/аѕѕіс MICE дате тадагіпеѕ SO Wiel 
they аге по lost permanently: 


People'interested'in helping outinany capacity; 
please \15 05 а геќотадѕ сот” 


№ о profitis таае гот these ѕсапѕ, пог ао уе оНепапу та 
аўа!абіе гот е publishers: themselves: 


І NOW) соте асгоѕѕ5 апуопе ѕе!іпоігеіеаѕеѕ гот 
115 51е, CESS CO пов 50ррог ет апа аоЛе и Кпом/. 


Thank you! 


